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PREFACE 


In connection with the “Contract Bridge Blue 
Book of 1933/’ one paramount fact must be kept 
in mind by the reader: 

However much the yearly edition of the Blue 
Book may be enlarged, modified and improved 
as a hook^ the Culbertson System remains, with the 
exception of natural refinements and additions, 
unchanged in its principles and essential methods. 
Thus the time and effort expended by a reader of 
any edition of the Blue Book represents a per¬ 
manent investment, for the knowledge acquired 
is grounded on the scientific principles underlying 
the very structure both of cards and of the highly 
intellectual game of Contract Bridge. The 
principles that were true in 1923 must necessarily 
be true in 1933, and will be true in 1943. 

The changes in the Scoring Laws of the Inter¬ 
national Code* required some modifications and 
additions in the Culbertson System, and made 
necessary the publication of the new Blue Book. 

* Many players incorrectly assume that writers enthusi¬ 
astically welcome changes in the Laws and Scoring because 
such changes “offer an excuse to sell new books." Quite the 
opposite is the truth. Changes in the Scoring necessarily 
affect the System of bidding and play, and thus greatly upset 
the Bridge-playing public. It was with great reluctance 
vii 



via Preface 

These changes and additions are enumerated 
briefly in the Author's Introduction. 

The Blue Book of 1933 has conserved all the 
essential features and several of the best chapters 
of its predecessor, but in other respects the new 
(not the System) is vastly different. It is 
nearly double the size of the former, and is the 
most complete exposition of Contract Bridge 
bidding ever published. Almost every con¬ 
ceivable question that may arise is simply but 
fully and logically treated; the book has a com¬ 
plete index with references and cross references; 
it has a comprehensive glossary and a number of 
new chapters treating the latest phases of Con¬ 
tract Bridge. 

The first and second editions of the Contract 
Bridge Blue Book ran through eighty-five con¬ 
secutive printings, and, from 1930 to the end of 
1932, achieved—as I understand—an unexampled 
record, toward the end of 1932 still leading all the 
non-fiction best-selling books. Together with 
“Culbertson's Own Summary," which is a quick, 
convenient digest of the Blue Book, 700,000 
copies have been sold in America alone. 


that this writer, as Chairman of the National Committee 
cooperating with The Whist Club, consented to the present 
changes in the Scoring, because the changes were somewhat 
radical and not warranted by public demand, but he recognized 
that Contract Bridge could become truly internationalized only 
through such a common International Code. 
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The Blue Book was translated into all the 
European languages, including the Russian, and 
a Japanese edition is in preparation. The Blue 
Book forms the basis for more than two hundred 
works on Bridge authorized by this author without 
charge and published by other authors. In 
America and abroad four thousand teachers have 
found a new, dignified and remunerative occupa¬ 
tion in teaching the Culbertson System to an 
average of one million pupils yearly. In order to 
protect both the public and the really qualified 
teachers, the Culbertson International Studios 
issue Certificates to teachers after a careful test 
which assures at least an indispensable minimum 
of Bridge knowledge for teaching. 

The various Systems of Bridge, such as the 
Official System and the Vanderbilt (Combina¬ 
tion) System, have recognized and embodied in 
their codes the basic principles and methods of 
the Culbertson System. It can be truthfully 
stated that the learning or teaching of Contract 
Bridge today is not possible without a thorough 
knowledge of the Culbertson System. 

The author’s most precious reward and asset 
is the confidence enjoyed by him on the part of 
all classes of Bridge players. This confidence is 
based on the fact that the author has scrupulously 
avoided publication of new books or unwarranted 
changes in the System merely for the sake of 
forcing readers to learn a “new” System and, 
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therefore, l)iiy the “latest’* book. The publica 
tion of the first edition of the Blue Book was with¬ 
held until eight years of research and practical 
tests verified all the major points. The publica¬ 
tion of the Blue Book was withheld several 
months in order to conform with the new require¬ 
ments of the International Code. 

It may interest the reader to know something 
about the technical organization back of the 
Culbertson System. The yearly improvements 
in the Culbertson System are in the hands of a 
committee of nationally known experts, who 
analyze every suggestion submitted. The aver- 
age daily mail of questions on the Culbertson 
System is between five hundred and one thousand 
letters. A staff of experts, most of whom are 
ranked as the world’s greatest players, are busy 
on the analysis and improvements of the Cul¬ 
bertson System. Suggestions are solicited and 
received from various parts of the world. They 
are then submitted to the scrutiny of experts and, 
if containing any merit, the next stage is the acid 
test of actual playing by experts for a period of a 
year. Only a few such “improvements” survive 
to be incorporated in the Culbertson System. 
Whenever this happens, proper credit is given. 
Nothing that has been suggested in the field of 
Contract Bridge, nothing that is being advocated 
by any writer or player, has not been scrutinized 
and tested. All players may therefore feel tea- 
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sonably certain that if any method is not included 
in the Culbertson System it is because it has been 
discarded after a decisive test. 

The Approach System of Auction and its twin 
brother, the Forcing System of Contract, resulted 
from the writer's research of the modern Theory 
of Cards, inaugurated several years ago. The 
principles and the practical methods outlined 
in this book embody many of these researches 
and have been meticulously verified under 
conditions of severest competition. They have 
stood the acid test of experience, as is proved 
by the fact that the Culbertson* System has been 
adopted by the overwhelming majority of ad¬ 
vanced players and clubs throughout the world, 
and its methods incorporated, wholly or in part, 
in scores of books. In fact, the trouble is that 
too many books have been written on the Forcing 
System of Contract and have resulted in a maze 
of variations and interpretations peculiar to in¬ 
dividual writers. What once was a simple, 
practical, logically connected whole now threatens 
to degenerate into a series of wooden rules. 


* Practically all the world’s greatest experts make use in 
their championship and club play of Culbertson Approach- 
Forcing principles with or without slight individual variations. 
A few writers make use of the name “One Over One” or a 
similar variation. Such names are exactly synonymous 
with the name “Approach-Forcing” and do not designate a 
different system. 
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“improvements’’ and isolated instances, many of 
which are incomprehensible because the frame¬ 
work of the essential principles is lacking. The 
writer, as Editor-in-Chief of The Bridge World 
Magazine,* has realized the urgent need of a com¬ 
plete, simple exposition of the Approach-Forcing 
System and modern Contract Bidding with 
reasoned and specific explanations of its under¬ 
lying language of inferences. 

The Contract Bridge Blue Book is divided into 
four interrelated parts: 

Book I. Bidding Valuation 

Book 11 . Partnership Language 

Book III. Distribution and Higher Strategy ^ 

Book IV. Bridge Psychology 

The book is arranged to meet the needs of all 
classes of players from the veriest tyro to the 
expert. The master player will find his more or 
less subconscious store of knowledge analytically 
formulated throughout this work and especially 
in Books III and IV. In fact, it is likely that 
the average player and even the beginner, when 
they have mastered the elements of Valuation and 
Partnership Language in Books I and II, will, in 

* The Bridge World Magazine has made Bridge history and 
according to Mr. Culbertson “is worth more than all the 
Bridge books put together.” Its collaborating editors are 
the world’s master players. It is published monthly at 570 
Lexington Avenue, New York, N. Y, 
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a few hours of concentrated reading, have learned 
what would otherwise require years of trial and 
error. The finer tools of an expert can only be 
forged in terms of Plastic Valuation, Psychology 
and Partnership Inferences. 

The writer is emphatically opposed to a largely 
prevailing practice of advocating two systems of 
Contract—one for the expert and the other for 
the average player. All hopes of improvement 
must be abandoned when a player is taught a 
specially prepared set of superficial and in¬ 
complete “rules** on the ground that the proper 
methods—and the only winning ones—are too 
difficult to grasp and must be reserved for ad¬ 
vanced players. As a result of this Baby Lan¬ 
guage the poor dub is caught in a vicious circle: 
the more lessons he takes, the more books he 
reads, the more he absorbs the fatal, specially 
prepared diet; and it is a fact that we have in 
America a large and growing class of expert 
beginners. Other writers fall into the even more 
serious error of producing highly complicated 
cumbersome “improvements** of the Culbertson 
System under one name or another. Life is too 
short to study geometry twice. 

The irony of it is that the methods com¬ 
monly used by master players, far from being 
complicated, are, except for refinements, essen¬ 
tially simple, because they must obey the logic of 
bidding and playing situations. It is for this 
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reason that the Culbertson System is based 
entirely on natural, inevitable inferences and 
eschews far-fetched conventions, crippling arti¬ 
ficial counts and superfluous complications. Sim¬ 
plicity and precision are its essential characteris¬ 
tics, and make it highly adaptable not only for 
club, championship and expert play, but for the 
average player as well. 

The writer takes this opportunity to acknowl¬ 
edge his indebtedness, for valuable suggestions 
and assistance in developing the Approach 
System of Auction and the Forcing System of 
Contract, to Messrs. Theodore Lightner, Michael 
Gottlieb, Oswald Jacoby, Louis H. Watson, Samuel 
Fry, Jr., Waldemar von Zedtwitz, analysts, who 
must be included in all lists of the world’s ten or 
fifteen master players. Grateful appreciation is 
also due to R. F. Foster, Mrs. Lelia Hattersley, 
Harold S. Vanderbilt, Milton C. Work, the late 
Wilbur C. Whitehead, and other writers too nu¬ 
merous to mention, who at various times have 
(with proper acknowledgment of their source) 
introduced to the public, wholly or in part, this 
author’s theoretical and practical researches on 
Auction and Contract. To Messrs. William J. 
Huske and Louis H. Watson, Editor and Technical 
Editor of The Bridge World Magazine, respec¬ 
tively, the writer is particularly indebted for their 
invaluable technical advice and cooperation. 
To Lewis Copeland, Executive Vice-President of 
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the Bridge World organization, Lloyd E. Smith, 
Mrs. Aileen McCabe and the Office Staff are due 
sincere thanks for their loyal assistance in the 
preparation of this book. 

My wife, Josephine Culbertson, has done more 
than assist and cooperate. Only her extreme 
diffidence explains why her name does not appear 
as co-author, as indeed it should. To her keen 
analytical mind, delicate sense of balance and 
comprehensive knowledge of Contract, equally 
brilliant as regards both its theoretical and its 
practical aspects, I owe many of the important 
ideas of the Approach-Forcing System. In fact, 
without her tireless cooperation, the task of con¬ 
tributing toward the building up of this most 
subtle, scientific and profound intellectual game, 
in which millions have found a new source of 
enjoyment and mental rest from their everyday 
worries and preoccupations, would not have been 
adequately, if at all, accomplished. 


Ely Culbertson 



AUTHOR’S INTRODUCTION 


In presenting the Culbertson System of 
1933 to the players of the world, the following 
points should be emphasized: 

1. The theory and practice of the Culbertson 
System is based on considerations of expert play. 
While every effort has been made to simplify 
the basic ideas, and provide convenient and 
easily remembered yardsticks and safety devices 
to put the System within the reach of even a 
beginner, the only and final criterion of the Cul¬ 
bertson System is its efficacy for expert play under 
the conditions of severest competition in rubber 
and duplicate games. 

2. There are numerous interesting and thor¬ 
oughly tested Improvements and additions in the 
Culbertson System of 1933, motivated partly by 
the new Scoring Laws, and partly by the natural 
growth and development essential to any living 
thing or idea. All such improvements, however, 
do not involve any radical changes in the knowl¬ 
edge of the Culbertson (Approach-Forcing) Sys¬ 
tem previously acquired by the player. On the 
contrary, these requirements and additions will 
enhance more than ever before the fundamental 
soundness and practicability, as well as the scope 
for a player’s imagination, which are the qualities 
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characteristic of the System. A player will need 
to unlearn nothing; he will merely progress by 
adding to his previous knbwledge of the game. 

3. The Culbertson System of 1933 is the 
latest word on Contract Bridge since the publica¬ 
tion of the International Code of I.aws. Master 
players of the world have cooperated with the 
author with open minds, and the best available 
ideas have been carefully examined and tested in 
the crucible of experts’ play. The author is con¬ 
vinced that the Culbertson System of 1933 will 
also be, with but few inevitable changes, the 
Culbertson System of 1943. Certainly within 
the next few years it will not be possible to im¬ 
prove materially on the best efforts of the world’s 
master players. 

CHANGES AND ADDITIONS SUMMARIZED 

Valuation^ 

As a superstructure to the basic Distributional 
Count, the writer presents a new analysis of 
Plastic Valuation^ which heretofore has been the 
subconscious method of valuation common to all 
experts. The formula of Plastic Valuation will 
help thousands of players to move into the 
higher grades of Contract theory and practice. 

The Standard Table of Honor-Tricks remains 
unchanged. 

* For full treatment of each topic, consult the Table of 
Contents or Index for the page reference in the main text. 



xviii Author's Introduction 

The Opening Hand 

Biddable Trump Suits. —Shaded four-card suit 
bids and five-card suit bids are added to the range 
of biddable suits. A combination like Q J 10 2 
becomes definitely a biddable suit. 

Rehiddabk Trump Suits. —Requirements for 
one Rebid of the trump suit are slightly lower. 
Instead of requiring 4 sure trump tricks for a Re¬ 
bid, the .expectancy of 4 sure trump tricks suffices. 
A K 10 o 2, A Q 10 5 4 are now rebiddable suits. 

The New Trump Convention. —A Jump Rebid 
in the same suit now shows a six-card or longer 
suit containing not more than one possible loser— 
very important and useful for Slam bids. 

The Opening —Requirements are not 

changed except that with a bare count of 2 V 2 
honor-tricks distributed 4-3-3-3 a player has the 
option of passing. When Third Hand, a strategic 
or semi-psychic bid with a long suit is permissible. 
The Fourth Hand bid is unchanged. 

Opening One Notrump Vulnerable. —Now re¬ 
quires at least 4 honor-tricks. 

Opening Two-Bids in a Suit. —These are prac¬ 
tically unchanged. Hands containing 5 V 2 honor- 
tricks distributed 4-3-Ji-3 should be bid as one. 

Opening Three-Bids in Majors. —Requirements 
are slightly lowered; instead of being a purely 
strength-showing bid, the major three-bid be- 
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comes partly Pre-emptive and partly strength¬ 
showing. The same is true of Opening four-bids 
in a minor suit. 

Opening Four-Bids in Majors or Five-Bids in 
Minors. —These remain unchanged. 

Choice Between Two Suit Bids. —This has been 
slightly changed. A six-card suit is to be pre¬ 
ferred to a five-card suit, except when a strong 
five-card major and a weak six-card minor areheld. 

The Responding Hand 

One Over One. —The One Over One has been 
improved upon, combining all the advantages of 
the unconditionally Forcing One Over One 
without its disadvantages. 

Raises. —The requirements for a Raise from one 
to two have been slightly lowered, and those for a 
Raise from one to three have been slightly 
heightened and may include hands rich in dis¬ 
tributional values but poor in honor-tricks, which 
heretofore were shown by Raises from one to four. 
This is done in order not to encourage a losing 
Slam attempt. Raises from one to three, as 
before, are not Forcing, but are mighty strong 
invitations. Raises from one to four must in¬ 
clude at least 2V2 honor-tricks. After an op¬ 
ponent doubles for a Takeout a Jump Raise is 
Pre-emptive. 

Forcing Takeouts. —^The requirements are 

slightly tightened up to at least 3V2 honor- 
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tricks, but with a practically solid trump suit to 
only 3+ honor-tricks. With less, the new im¬ 
proved One Over One should be used, or a 
Regulation Takeout. W'ith exceptional hands a 
Forcing Takeout on a three-card suit headed by 
an Ace is permissible, provided it is in a lower 
ranking suit and no other biddable suit is avail¬ 
able. 

Inferential Forcing Bids ,—A series of beautiful 
inferential Forcing bids, always implicitly con¬ 
tained in the Culbertson System, have now been 
formulated and codified for the first time. 

Double and Game Jumps ,—As before, these 
are not Forcing but are mighty strong invitations. 

Regulation Takeouts ,—These are unchanged ex¬ 
cept for the Sign-oflF bids. These have always 
been used by advanced Culbertson players, but 
are now precisely formulated for the first time. 

Negative One Notrump ,—The vague phrase 
*‘about IV 2 honor-tricks*’ has been changed to 
'*at least an Ace and a Queen.” 

Two Notrump Jump Takeouts ,—Very slightly 
changed. W^ith 2 V 2 honor-tricks vulnerable and 
distribution 4-3-^;C3, perhaps one notrump is 
better. Two notrump, as before, is not Forcing, 
but a very urgent invitation for partner to bid 
igain. 

Three Notrump Jump Takeouts —Slightly 
rhanged. The requirements are not ‘*at least 3 
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honor-tricks and good distribution/^ but at least 
JV 2 honor-tricks. With distribution 4-3-3-3 and 
even 3 V 2 honor-tricks, the Jump two no trump is to 
be preferred* 

The Defending Hand 

Simple Defensive Overcalls, —These are un¬ 
changed. 

Jump Defensive Overcalls, —These have been 
radically changed. The Jump Overcall is no 
longer a strength-showing bid, but merely a 
shut-out a sign of weakness. 

Overcalling in the Opponents^ Bid Suit,- —If 
made immediately, this bid may show an Ace, 
a void or a singleton. It is Forcing to game. 

Forcing Notrump Overcall, —A Defensive Over¬ 
call of the necessary number of notrump, made 
over an opponent’s Opening bid of three, four or 
five, is Forcing, requiring partner to take out in 
his longest suit. 

In all the other respects the methods of the 
Defending Hand are not changed, but the reader 
will find a great deal of new material and a clearer 
explanation of many questions. Thus, the Rule 
of Two and Three, which has always been one of 
the basic principles of the Culbertson System, 
fias been entirely rewritten, and the procedure to 
follow when sitting under a Takeout Double or 
ander an opponent’s Redouble of partner’s 
Takeout Double, is analyzed in detail. The 
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Jump Raises and shut-out suit bids after an op¬ 
ponent’s Double are also more clearly presented. 

Slam Bids 

For the first time in any Bridge book a complete 
analysis of Slam bidding methods is presented. 

The Culbertson Four-Fiv^e Notrump Con¬ 
vention is introduced, which definitely solves 
the problem of Small and Grand Slam bidding. 
It will be obvious to any player that, in view of 
the tremendous premiums for Grand Slam bids, 
a system or a team of players that makes no pro¬ 
vision for such bidding is definitely outdated. 

The reader will see that, while the improve¬ 
ments and additions in the Culbertson System of 
1933 are in some respects important (especially 
the additions), there is no radical change whatso¬ 
ever in the basic structure and methods of the 
System. All that any player learned before 
will be of even greater value now. 

Note: Other minor changes have been omitted 
from this very abbreviated summary. 

The basic principles of the Culbertson System, 
developed by the author as the result of his life¬ 
long research on the modern theory of cards, 
have now been incorporated in practically every 
system, be it the Official, the Vanderbilt or the 
various ‘‘One Over Ones,” and thus the goal of 
standardization of bidding methods which this 
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author had set before himself several years ago, 
and which more than any single factor is respon¬ 
sible for the tremendous popularity of the game 
of Contract Bridge today, has now been accom¬ 
plished as far as is desirable. There remains 
another and eejually revolutionary task—that is, 
a thorough overhauling and modernization of 
methods in leads and plays > It is a fact that even 
an average player today knows the rudiments of 
proper bidding, but there are relatively few who 
know how to get the most out of their contract 
or how to best defend the hand after the opponents 
have reached the final bid. The present methods 
of plays and leads are in many respects archaic 
survivals of earlier Bridge and Whist, and are 
wholly unsuited to the modern game of Contract 
Bridge. While our bidding is thoroughly scien¬ 
tific, our play is still largely tainted with medieval¬ 
ism. The author's labor of love has always been 
the theories of plays and leads^ and if he has 
concentrated on bidding it has only been at the 
price of laying his principal task temporarily 
aside. The Culbertson System of Plays and 
beads, the result of many years of careful theo¬ 
retical analysis and practical tests, will be issued 
in the near future. Due to the insistent demands 
of players who do not wish to wait for the prin¬ 
cipal work it will be published first in the form 
of a summary entitled, ‘‘Ready Guide to Leads 
and Plays,*' and it will then be followed by the 
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“Red Book of Leads and Plays/’ thus reversing 
the order of the “Blue Book/’ which appeared 
first and was followed by the Summary. Here 
again the author’s task would not have been 
possible without the enthusiastic cooperation 
of the best minds in Bridge, especially the master 
players. In a great many cases the methods 
have been codified and coordinated, rather than 
originated by the writer. 

The cooperation of the best players throughout 
the world has been invaluable, and so long as the 
science of Contract is in their hands, the public 
may rest assured of the best and the latest. The 
Culbertson System of bidding and play is far 
from being perfect, and in fact every year will 
naturally witness some slight improvement, 
which is a sure sign of progress. But, such as it 
is, it has already stood for several years the acid 
test of practice in the hands of more than fifteen 
million Culbertson enthusiasts helping everyone 
a little to find an ideal mental recreation in the 
thrills and romance of the bizarre World of Cards. 
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Chapter I 


REWARD AND PUNISHMENT 

The trick is the measuring rod of all plays and 
bids in Bridge. Each trick in turn is measured 
on the basis of points. Ability to contract for and 
to deliver a great number of tricks—eleven for 
minors, ten for majors and nine without trump— 
is rewarded, in addition to the trick points, with 
special game and rubber bonuses. Ability to 
contract for and to deliver a very great number of 
tricks—twelve and thirteen for Slams—carries 
still another reward. Failure to deliver the 
number of tricks contracted for is punished by 
simple and doubled penalties. Finally, as a 
survival of the eighteenth century’s curtsey to 
Lady Luck, there is a special premium for a rare 
combination of honors. Points is therefore the 
stake for which we play in Bridge, the final cri¬ 
terion of any bid or play or method. The biggest 
gambler or the player (fortunately in the over¬ 
whelming majority) who plays for the sheer intel¬ 
lectual delight of the game is measured by a 
single yardstick—points. 

In Contract, as in all card games of skill, 
a balanced system of rewards and penalties regu¬ 
lates the rhythm of the game and profoundly 
influences its methods and strategy. Penalties 
3 
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limit the overbidding by punishing its excess; 
game and Slam premiums check the underbidding 
and indirectly exact a heavy toll from the timorous 
and the passive. Contract rhythm is inexorable: 
on one side you are mercilessly goaded into 
frenzied activity lest your opponents rob you of 
premiums; on the other side you are bullied at 
every step by the Demon of Penalties. 

So the hapless player, who, in quest of “the 
best bid/’ embarks upon the treacherous seas 
of Distribution, is forced to navigate in the very 
narrow channel of mathematical game and penalty 
equivalents. 

MATHEMATICAL REALITIES BACK OF THE 
SCORE SHEET 

The advice to “watch the score” is not half 
as important as to know precisely what takes 
place in the invisible profit and loss column 
behind the score. Until the final score is added 
up there is a tremendous difference between the 
apparent point values as scored on the sheet and 
the actual profit or loss. Players A and B who 
bid and make four-odd in spades score 120 points 
below the line—their actual gain, however, is 
mathematically around 400 points; similarly, a 
penalty of 200 points scored abovf the line is a 
serious loss to the “victors” when obtained in 
exchange for a game. 

Since the mathematical ratio between the 
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elative premium and penalty profits determines 
he fundamental choice of playing at one’s own 
>r one’s partner’s bid as against the adverse bid, 
t is vital to have, at every stage of the bidding, a 
:lear conception of what one is really playing for. 

THE THEORY OF PROBABILITIES INT SCORING 

An estimate of the real value of any game in¬ 
volves calculation of simple probabilities to 
ietermine the equity value (mathematical expecta- 
:ion) of the rubber premium. 

The bonus of 700 points for winning two straight 
James and of 500 points for winning two games 
)ut of three is simply another way of stating that 
:he side winning the first game shall score 200 
:)oints as a game premium and the side winning 
my two games shall again score 200 points as a 
?ame premium and in addition 300 points as a 
ubber bonus. 

The side that wins the first game gains in addi¬ 
tion to its game premium of 200 points an equity 
^alue in the 300 point rubber bonus. This equity 
^alue is worth 150 points, a figure computed 
from the fact that the side which wins the first 
^ame has three out of a total of four chances of 
winning the rubber; in other words, it acquires the 
^alue of a three-to-one expectation of getting the 
^00 point “pot” (the 300 point rubber bonus 
theoretically put up by each side), which is equal 
to 450 points. Deducting 300 points, which 
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represent the player’s own stake in.the “pot,” 
we have left 150 points—a mathematical equity 
value in the rubber premium accruing to the side 
that wins its first game. The total mine of any 
first game won is counted as follows: 

Assume that four spades are bid and made. 
We have 120 points for the four-odd tricks; 200 
points for the game premium; and 150 points of 
equity value in the rubber bonus. Total, 470 
points. However, inasmuch as the vulnerable 
side will necessarily make fewer game contracts 
than the non-vulnerable side, the actual equity 
value in the 300 point rubber premium is closer 
to 100 points than to 150 points. Hence the ap¬ 
proximate total value of winning the first game is 
about 420 points. 

The same method applies in estimating the 
value of the second game to the side that previ¬ 
ously won the first game, except that the balance 
of the equity value for the second game will now 
be 200 points, which makes the total value of the 
second game about 520 points. 

The same approximate values of games can be 
reached by a statistical method rather than by 
mathematical probabilities. The average value 
of a Contract Bridge rubber, on the basis of 3000 
rubbers recorded by the author, is 960 points. 
A player who wins the first game wins “half’ of 
the rubber, or 480 points. Deduct about 50 
points for the decreased chances of scoring the 
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second game when vulnerable and you get 430 
points—the roughly average value of the first 
game. 

THE MATHEMATICAL POINT VALUE OF GAMES 

Jny first game is worth about 400 points^ including 
the trick-score. It follows that the side which, to 
save the first game of a rubber, incurs a penalty of 
450 points (3 tricks doubled, not vulnerable), suf¬ 
fers but a slight loss. Such a loss is more than 
justified when one considers that in many in¬ 
stances the opponents, instead of doubling, reach 
out for a contract that cannot be fulfilled; not 
to count those times when the opponents score 
only an undoubled penalty for the overbid. 

Any second game to the same side (when the 
opponents have not won a game) is worth about yoo 
points^ including the trick-score. It follows that a 
penalty of 3 tricks doubled incurred by the non- 
vulnerable side (450 points) to save the second 
game of a rubber will show a profit. 

Any third (rubber) game is worth 600 points^ in¬ 
cluding the trick-score. It follows that to suffer 
a penalty of 2 tricks doubled when vulnerable 
(500 points) in order to save the third game 
of a rubber is profitable. However, the risk 
of incurring on doubtful hands a serious loss of 
3 tricks doubled (900 points) makes it advisable 
not to overbid deliberately by more than 1 trick 
when vulnerable. 
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THE MATHEMATICAL POINT VALUE OF A PART-SCORE 

A part-score helps a player to bid and make a 
certain number of games which otherwise would 
not be attainable. In addition there is the psycho¬ 
logical factor of nervous tension induced in the op¬ 
ponents. The writer’s statistics (not very reliable) 
indicate roughly that 15 to 20% of the games 
won are secured because of a part-score. Since a 
game is worth between 400 and 500 points the 
equity mlile of a part-score is roughly worth 100 
points in addition to the trick-score itself. Thus, 
assuming the North-South side to have scored 60 
points, their net profit is: 

60 points —visible trick-score 
About 100 points — game equity 
About 160 points —total profit 

It follows that a loss of from 100 to 200 penalty 
points to prevent the opponents from securing a 
part-score results in about an even break. A loss 
of 200 points (1 trick doubled, vulnerable) is 
amply justified even when the counter-gain of a 
part-score is mathematically but 160 points. 
Risking a loss of even 250 points (2 tricks doubled, 
not vulnerable) will more often than not prove to 
be profitable, considering that the opponents will 
hesitate to double a contract which, if made, will 
score game, and how frequently the opponents, 
instead of passing or doubling, will be pushed up 
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to a contract that cannot be made. This invisi¬ 
ble gain is the mainstay of a skillful overbidder 
in all situations. 

It is a fallacy to distinguish between the visible 
score sheet and mathematical gains as 
and “potential/’ respectively. Every new deal 
is an independent event offering exactly even 
chances (other factors being equal), and the so- 
called “potential” gains will be realized even 
after a small number of deals. On the other hand, 
the so-called “sure” gains are not in the pocket 
for long, since at the very next deal a player is 
forced to put up again his previous gains, and 
perhaps at weaker odds. This fallacy of “sure” 
gains accounts for a great deal of disastrous 
“rubber-grabbing”—disastrous because, on the 
reasoning of a fantastic analogy dealing vaguely 
with birds and bushes, a penalty equal to or even 
greater than its value is frequently given up for a 
shot at the “sure” rubber—a shot which may very 
easily miss. 

CHOOSING BETWEEN A GAME AND PENALTY 
EQUIVALENTS OR VICE VERSA 

First Principle: As between premiums at one’s 
cwn bid and penalizing the opponents, prefer the 
penalty even though it may be slightly less than 
the mathematical equivalent of game. The 
reason for this choice lies in the structure of plays. 
A Penalty Double, as a rule, is based at least 
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upon a margin of a 2 trick set. Attempts to make 
game, however precisely bid for, cannot, as a 
rule, be based upon any such margin of safety; 
involving a larger element of guesswork than 
Doubles, they are more subject to “distributional 
accidents” (ruffs, bad breaks, etc.). Furthermore, 
a Penalty Double may easily bring a larger profit 
than is possible with a game premium. 

Second Principle: As between allowing the 
opponents to score premiums at their own bids 
and forcing them through “sacrifice bids” to 
accept a proportionate penalty, prefer the latter^ 
as a rule. Even when the “sacrifice penalty” 
might be slightly in excess of the adverse premium 
saved there is an advantage in so doing. This 
principle of deliberate overbidding, which for so 
many years has been held by experts in utter 
contempt under the name of “flag-flying,” is 
highly valued as one of the mainstays of the 
Culbertson System for experts. 

The tactics may be summarized as follows: 

1. When neither side is vulnerable, prefer a 
Penalty Double to your own game if you can set 
the opponents at least 3 tricks. 

2. When your side is vulnerable and the 
opponents are not vulnerable, prefer a second 
game unless you can set the opponents 3 or more 
tricks doubled. 

3. When both sides are vulnerable, prefer a 
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Penalty Double if you are reasonably certain of 
setting the opponents 2 tricks. 

But whenever it is reasonably certain that the 
opponents will score a game or a part-score, as 
well as when it is practically certain that the 
opponents will score a Small Slam, the scientific 
(and therefore “tough*') player will overbid and 
overbid to the full mathematical equivalent of the 
value of the saved game, part-score or even 
Small Slam. Skill in the delicately nuanced art of 
overbidding is indispensable in winning Bridge.* 

Players who deliberately sacrifice 450 points in 
penalties to prevent their opponents from scoring 
the first game of a rubber lose but slightly more 
than they would lose otherwise. Superficially 
there may seem to be no sense in risking a penalty 
since the opponents can score its equivalent in 
premiums. Actually, however, with a very large 
percentage of hands the opponents, instead of 
accepting the penalty, choose to bid higher—only 
to fail. Here we have the key to scientific over¬ 
bidding: thousands of hands can make three- 

* It is here that the difference between men and women in 
Bridge is most striking—perhaps because it reaches the roots 
ot biological differences. Men, as a rule, will overbid, and 
women will underbid. Unfortunately most men will drive the 
i’Word of overbidding not only up to the hilt but will plunge in 
the handle as well; and most women players will equally abuse 
the inherently sound principle of conservatism by using the 
sword of overbidding as though it were meant only to inflict 
pin pricks. 
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but not four-odd, or four- but not five-odd,, 
and so on up. The advantage of deliberately 
forcing the opponents to the breaking point of 
their hands, is, therefore, tremendous. Foi 
instance, an ultra-conservative player allows the 
opponents to bid and score four spades vulner¬ 
able—a loss of, say, 600 points. Had he bid 
five hearts the opponents, hoping to profit more 
by taking the game bid up to five spades, are set 
1 trick—showing a net profit of 700 points to the 
overbidder. Had they chosen to double and had 
they set the contract by 1 trick vulnerable they 
would have scored 200 points, leaving still a net 
profit of 400 points. It is true that the opponents 
may eventually win this rubber but, mathe¬ 
matically speaking, they actually win two rubbers 
with the important difference that the “first*' 
rubber cost the overbidder only 200 points. 

THE OBJECT OF SCIENTIFIC BIDDING 

The mathematical ratios of premiums and 
penalties automatically determine bidding aims. 

First Object: Penalties. 

The first object should be not to be unduly 
penalized (safety first) and to maneuver the 
opponents into a penalty roughly equivalent to 
or greater than the possible premium to be scored 
at one's own bid. 

The’profit from game premiums is naturally 
limited. Not so with possible penalties. 
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With thousands of good players failure to 
understand the overwhelming importance of this 
first object results in narrow, crippled “game- 
grabbing*^ tactics. Penalties are accepted almost 
reluctantly, as second meats, and sweeping move¬ 
ments for wider penalty swings are practically 
excluded from the bidding scheme. Naturally 
when the opponents are not vulnerable their 
chances of being heavily penalized should be 
carefully considered. 

Second Object: Game Premiums at One's Own 
Bid, 

Failing in the first object, partners should try 
to select from their combined hands the bid most 
likely to score game. The fact that an honor 
combination (such as 100 honors) or that a certain 
bid (such as notrump) may be worth a few more 
points is irrelevant when compared to the funda¬ 
mental requirement: the bid (be it only in a 
minor suit) that offers the best chances of success 
compatible with safety is the one that must be 
arrived at. 

No Slam considerations should be allowed to 
interfere with and confuse the natural process of 
bidding until the best game bid is definitely in 
sight. 

Third Object: Defensive Bidding, 

When neither a penalty nor a game at one’s 
own bid seems likely, there still remains a powerful 
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objective: to push the opponents to an unful- 
fillable contract or to force them to accept a 
penalty roughly equal to, or less than, the trick- 
score they could have made. 

Nothing, not even Defensive Play, is more diffi¬ 
cult and at the same time more important than 
Defensive Bidding. Skill in Defensive Bidding is 
the true measure of the great player. The new 
international scoring makes it even more impera¬ 
tive to develop Defensive Bidding, and for this 
reason the Culbertson System of 1933 contains 
many new Defensive bids (see particularly Jump 
Overcalls). The defense against the enemy is 
fought on three lines of trenches: (1) to block 
the part-score; (2) to stop the simple game; 
and (3) to save the rubber game. The main line of 
defense is held by the non-vulnerable side. Here 
the battle should be fought at its hardest, for, 
once the player is vulnerable, his margin of safe 
overbidding is sharply reduced. It goes without 
saying that the scientific overbidding outlined in 
this chapter, however sound mathematically, 
must be modified somewhat from the psychologi¬ 
cal standpoint. Thus, if playing with a very 
erratic partner, unnecessarily to prolong a rubber 
is to increase the chances of possible disaster. 
Also, with a weak partner a Penalty Double 
should be made decidedly in preference to a first 
game and thus cushion the possible loss of a 
rubber. 
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BIDDING AND PLAYING VALUATION 

Bidding Valuation is the count of expected 
winners and losers at a specified bid. The ex¬ 
pected winners are called playing-tricks'^ or win¬ 
ners and consist of tricks won with honors and with 
low cards in long or short suits. Both the bidding 
and play deal with tricks. The essential difference 
between a bid and a play is that the former deals 
with tricks in the abstract^ and the latter deals with 
tricks as actually developed. Bidding is mental 
play which is repeated on a concrete basis after 
the Dummy goes down. It follows that in order 
to make any bid successfully a player must be 
able to visualize it in terms of playing-tricks. 
Each bid must be played in his mind as though 
the Dummy were down. 

* By playing-trick or winner is meant any trick value, be it in 
honors or in low cards. Some playing-tricks are reasonably 
certain, while others are probable. Many writers use the term 
‘'probable’* trick for low-card values. There is nothing prob¬ 
able about a void or a singleton in a Dummy with four trumps— 
they are certain values. “Probable trick” or “probable win¬ 
ner” should be reserved for an uncertain value like K x or, in 
the Responding Hand, a doubleton of a side suit with but 
three trumps. Top honor combinations and trump tricks, 
which are certain to be made regardless of distribution, are 
called sure playing-tricks or winners* 

15* 
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The expert’s mental process, in valuation and 
in bidding, is based on elimination and on 
certain logical assumptions as to the cards that 
his partner holds. This will enable him to count 
his winners and his losers, and thus anticipate the 
actual play. 

THE PROCESS OF “mENTAL PLAY” 

Assume, for example, that I hold: 

4AK8653 73 OAQ 4KJ10 9 

My process of bidding valuation will be some¬ 
what as follows: 

To begin with I count the cards I must lose 
in my hand, and I therefore mentally ‘‘lose” at 
least 1 spade trick, 1 heart trick and the Queen 
of diamonds if the finesse fails. In exchange for 
the “lost” Queen of diamonds I am entitled to 
capture the Queen of clubs, giving me therefore 
3 good club tricks, which, together with 5 spade 
tricks and the Ace of diamonds should produce 
about 9 tricks in all. 

My next step is to determine what help I can 
logically expect from partner. As I have not 
heard him bid I have the right to assume that he 
holds only about one-third of the outstanding 
strength, which is the average. Since 9 out of 
13 tricks at the spade bid are already accounted 
for, 4 tricks remain unaccounted for in the three 
hands other than my own, and it can be tempo- 
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rarily assumed that partner probably has 1 and 
may have 2 of these—that is, the average prob¬ 
ability of one-third of the outstanding 4 tricks. 
This assumption will be modified according to 
what the subsequent bidding reveals. As the 
bidding unfolds, and more precise information 
as to the position of key honor cards and distribu¬ 
tion (length) of suits is gathered from partner 
and opponents, the original assumptions (based 
on mathematical averages which are far from 
being reliable) are gradually replaced by more 
precise data (based mainly on correct methods of 
partnership bidding). The so-called mathematical 
averages are but crude tools to be used temporarily 
when no other information is available. 

Such is the key process underlying bidding 
valuation, which, as already stated, is largely 
abstract play and which is fully explained in the 
chapter on Plastic Valuation. 

TRICKS 

The trick* is the common unit of measure, the 
stuff from which all bids (and plays) are built. 
There are three distinct kinds of tricks— honor- 
trickSy low-card tricks in four-card or longer suits 
and ruffing-tricks in short suits. Low-card and ruf- 

* Cards, like their blcxxl cousins, Chess and Checkers, 
originated from the very ancient games which imitated the 
tactics of warfare. This explains the strikingly militaiistk 
structure of suits in cards. Each of the four suits is ‘*an 
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fing-tricks are of value at some bids and not at 
others. The “ruffing** or short-suit kind of trick, 
for instance, is of value only in the Dummy and 
in defensive play (against the Declarer). The 
same hand, if played at notrump, when ruffing- 
tricks are non-existent, would have a totally 
different value. 

Again, a low card established in a long side suit 
may be as good as an Ace at notrump but is 
worthless if the same hand is played at the 
opponents* trump bid. Only Defensive honors, 
such as Aces and honor combinations like K Q, 
A Q or even A J 10, which stand a reasonable 
chance of not being trumped, are sufficiently 
stable to be used as a general yardstick for all 
hands and for all bids. 

HONOR-TRICKS 

At each deal about 8 out of the 13 tricks are 
won with honors. The remaining 5 tricks develop 
from est ablished low cards in long suits and from 

army," and the tactics of all games of skill in which tricks are 
won or lost are based on leadership (honor) and mass (dis¬ 
tribution or length) factors. The winning of a trick is sym¬ 
bolic of capturing the enemy. The essence of all card games 
of skill is the struggle of suits in which the opposing sides lead 
out their low-card (mass) and high-card (quality), forces in 
an attempt to break through the obstacles of opposing cards 
in time to prevent the other side from doing likewise. Domi¬ 
nating every play and the struggle of suits there stands, like 
an invisible shadow, the Time Factor, (Sec “The Red Book 
of Leads and Plays," by Ely Culbertson.) 
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Defense Value of Honors 

ruffs in absent suits. Most bidding methods 
center around the key problem of locating and 
valuing the ever-shifting balance of honor strength 
in the hands held by oneself and partner, and in 
those held by the adversaries.* Scientific bidding 
is impossible without a clear understanding of the 
following three essential factors in honor valua¬ 
tion: 

1. The “defense*' value of honors. 

2. The “finesse" value of honors. 

3. The Standard Table of Honor Values. 

The Defense Value of Honors 

In all trump bids the same hand possesses two 
standards of values: 

The value in attack —when played at one's own 
or partner’s trump bids. 

The value in defense —when played against 
opponents’ trump bid. 

In attack a hand such as 

4AKQ65432 7 10 97 <>7 43 

* Other bidding methods deal with inferences on distribu¬ 
tion and distributional (or low-card) values. Here the objects 
are (1) to locate and to determine by means of trump Raises 
and Denials (Takeout bids) the favorable distribution or 
lengths of suits in the partnership hands and thus select the 
best and longest trump bid, and (2) to determine if the 
partnership hands contain sufficient ruffing or short-suit values 
to warrant a safe choice between some trump bid and no- 
trump. 



20 Bidding Valuation 

is worth 8 tricks and easily justifies a shut-out 
Opening bid of four spades. 

In defense—say, against an adverse diamond 
bid—the same hand is worth but I trick, the 4 A, 
for the 4 K will then quite probably be ruffed. 

Obviously this double standard of values arises 
from the fact that, while low cards cannot pass 
through the opponents' trump barrier without 
being trumped, honors, especially the top ones in 
suits of normal length, generally survive the first 
and second leads. 

This defensive characteristic of honors is of 
vital importance to partnership bidding because, 
by keeping close tab on defensive honor values in 
the combined hands, it becomes possible to deter¬ 
mine accurately the minimum number of tricks 
that opponents must lose at any bid. At any bid 
8 out of 13 tricks are more or less constant —that 
is, they are won with honors. If partners signal 
through their bids that they hold 5 honor- (de¬ 
fensive) tricks in their combined hands, and the 
opponents contract to take 11 tricks at their bid, 
it is clear that the trick-taking limit of the op¬ 
ponents’ hands is 8 tricks and that, therefore, they 
have either overbid by 3 tricks or the distribution 
of their hands is quite extraordinary. This fact 
explains why it is almost a religion with good 
players not to make any important bid, especially 
an Opening bid, without a definite minimum. 
These honor-trick minimums vary according to 
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the bidding situation. Thus an Opening two-bid 
in a suit will probably show a minimum of 5 V 2 
honor-tricks, but an Opening four-bid in the same 
suit will barely guarantee 1 honor-trick in defense. 

Not all honor-tricks are defensive. The third 
lead of any suit is quite likely to be trumped, so 
that a sequence like A K Q J x x, defensively 
speakings is worth hardly more than A K x x x x. 
Even second leads in a suit will often fail to pass 
through a trump barrier. This imposes a double 
standard of values even with honors, resulting in 
the following rule for defensive valuation in 
bidding: 

Not more than 2 honor-tricks can be counted de¬ 
fensively in any one suit in strength-showing bids. 

Certain three-card combinations such as A J 10 
or K Q 10 are given a defensive value of 1V 2 tricks 
in spite of the possibility of a third round ruff. 
The ruffing danger is counterbalanced through 
the fact that such combinations are often worth 
considerably more than IV 2 honor-tricks and 
that even defensively their value is greatly en¬ 
hanced when partner holds the missing honor. 

Note: Unless otherwise specified the word 
“honor-trick*' is used throughout this book to 
mean a defensive honor-trick, exclusively. 

The “Finesse” Value of Honors 

Excepting Aces and long sequences the bidding 
value of lower honors is based upon their finesse 
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value in actual play. The precise trick value of 
single honors such as K x and of combined honors 
such as A Q or K J 10 depends on the position 
of the missing higher honor (or honors) of the 
same suit. As it is prudent to assume that the 
missing higher honor is held by one of the op¬ 
ponents and not by partner the chances for or 
against a successful finesse* are then exactly even. 
In bidding valuation we have accordingly half or 
probable trick values as distinguished from the 
full trick estimate for Aces and King-Queens. 
Two such half trick values are about equivalent 
to an Ace. For instance, A Q is worth 1V 2 honor- 
tricks and K X is worth V 2 ) giving in all 2 tricks, 
which is for all practical purposes equivalent to 
A K or two Aces. 

The lower honor values, such as an isolated 
Queen or a Knave, are too indefinite and variable 


* A finesse is a method of play which will gain an extra trick 
(or tricks) if the position of the higher missing card (or cards) 
of the same suit is favorable. There arc two kinds of finesses: 


An attempt is made to 

2. An attempt is made to 

force a cover of the card 

prevent a cover, for in¬ 

led by the player, for in¬ 

stance— 

stance— 

North 

North 

A543 

A 10 9x 

V 

/ 

Bmth 1 

^South 

QJ85 

Q987 * 

^ J 
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to justify mathematically any fractional or point 
count. Separately taken they are minor factors 
but their accumulated weight is of great impor¬ 
tance and accounts for the difference between a 
hand with “body** to it and one that looks empty 
even with three Aces. Even Tens and nines are 
of importance as intermediates. Two plus values 
(see next page) are about equivalent to V 2 trick. 
For instance, K x equals roughly a Queen and a 
Knave in different suits. 

In conclusion, the position, of missing higher 
honors and distribution (length) of suits deter¬ 
mines the precise defensive worth of honor com¬ 
binations. 


The Culbertson Standard Table of Honor-Tricks 


{Minimum Holdings Valued on the Defensive Basis) 


V 2 trick 

1 trick 

Any K X or Q J x* 

Any ^xWJxof 
^ (different suits 

Any Ace, K J x or K Q 
. f K X and Q X of 

( different suits 


IV 2 tricks 

2 tricks 

Any 

A Q, A J 10 or 

Any A K 


• X represents a small card and sometimes is called a ‘‘guard* 
to the honor. At least one small card must accompany a 
King, a Queen or a Knave* 
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Values 

A blank King, a 0 x or a J x when not already 
supplemented by a similar value in the hand. 
Two such “plus'* values are worth V 2 trick. In 
A J 2 the Knave is a “plus” value, but it may 
not be counted as a ‘^plus” value in A K J. 

The French, who love to inject kn element of 
romance into everything they undertake, call the 
combination K Q /<? grand mariage and the com¬ 
bination Q J petit mariage. Le grand mariagey 
in Bridge, is worth one trick while le petit mariage 
is worth but half a trick . . . and it does not 
matter whether they be united or not. 

The honor values in the Standard Table are 
based on two prudent assumptions: 

{a) That the missing higher honors are held 
by the opponents and their exact position is 
unknown; and 

{b) That the distribution (length) of suits is 
not such that honors are likely to be ruffed (and 
made worthless defensively) on the second lead. 

As the bidding unfolds, these original assump¬ 
tions are replaced or modified in the light of more 
precise information obtained. 

Revaluation 

Additional information disclosed during the 
bidding as to the more exact location of missing 
higher honors or distribution (length) of the saiit 
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modifies the estimate of honors in the Table. 
For instance: 

4^ K X is worth V 2 trick if the position of the 
4^ A is unknown. 

4^ K X is worth 1 trick if partner bids one 
spade. 

4^ K X is worth more than V 2 trick if Right 
Hand bids one spade. 

4^ K X is worth less than V 2 trick if Left 
Hand bids one spade. 

The process of '‘marking*’ during the bidding 
the individual cards in the diflferent hands is 
called Card Placing. The process of “marking” 
during the bidding the suit lengths around the 
table is called Stdt Placing. Holding 4^ A K J x x 
it is fairly safe to expect 2 defensive tricks from 
the 4^ A K, especially when partner denies the 
spade bid; but when partner vigorously sup¬ 
ports the spade suit, the chances are that against 
the opponents* trump bid the second lead of 
spades will be ruffed—defensively the A K is 
now worth but 1 trick and with freaks may easily 
be worthless. For this reason good players avoid 
doubling for penalties when below a game con¬ 
tract on mere honor strength and without trump 
tricks. 

THE VALUE OF THE AVERAGE HAND IN TRICKS 

An Ace, a King, a Queen and a Knave, or one- 
fourth of all the higher honors, is the average 
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expectation of each player before the hands are 
seen. Such an average hand, with only one honor 
in each suit, is worth 1 trick for the Ace, and 1 
trick for the King and Queen in different suits, 
with the Knave as a “plus'" value, making in all 
2 honor4ricks plus a Knave —which is the working 
equivalent of the average hand in terms of honor- 
tricks. This basic assumption furnishes the 
player with a simple yardstick for measuring 
the relative honor strength of any hand and thus 
assists materially in estimating the game or 
penalty expectancy of any bid. 

WHY 2V2 HONOR-TRICKS FOR OPENING ONE-BIDS? 

The average share of honors for each player is 
2 honor-tricks plus a Knave. If we add another 
Queen to the Knave we have an equivalent of V 2 
honor-trick for a Queen and Knave of different 
suits. Hence 2 V 2 honor-tricks—meaning any 
hand which in honors is a Queen higher than the 
average (and which partner therefore has not as¬ 
sumed)—is the scientifically determined minimum 
for all Opening one-bids. Experience has shown 
that if a hand contains at least 2 V 2 honor-tricks^ 
the chances are good that the combined partner^ 
ship hands will make 7 playing-tricks (one “odd"')* 
This is the reason that in the Culbertson System 
all Opening one-bids require at least 2 honor- 
tricks. 
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The Rule of Eight 

THE RULE OF EIGHT 

The total of defensive honor-tricks in the pack 
will on the average produce at any bid about 8 
out of the 13 tricks. Aces will win 4 tricks and 
the lower honors will win 4 more tricks as valued 
in the Standard Table on the defensive basis. This 
Rule of Eight will not work with any other count 
of honors because it is based on the fact that the 
average hand, which contains one-fourth of the 
total share of honors, and which includes even 
Queens and Knaves, i^ worth 2 honor-tricks plus. 
In many hands honors will take 9 tricks so that, 
strictly speaking, the count of defensive honor- 
tricks for the four hands is not 8 but between 
8 and 8 V 2 . Furthermore, in applying the Rule of 
Eight to trump bids one must remember that any 
honor is apt to be ruffed and that, therefore, 
while the maximum count of 8 V 2 is constant the 
minimum may fall below 8 tricks. 

The fact that the total bidding value of all 
defensive honors around the table, at any bid and 
regardless of how they combine, is between 8 and 
8 V 2 honor-tricks is of decisive importance in apply¬ 
ing the process of elimination during the bidding. 
Through the simple use of the elimination process 
a player is aware at most stages of the bidding 
of the minimum honor strength (and consequent 
game or penalty expectancies) held in partnership 
and opponents’ hands. 
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Determining the ‘'Bai«ance of Strength’* 

The ‘‘balance of strength’' is determined simply 
by adding the minimum of honor-tricks shown 
by partner’s various bids to the honor-tricks held 
in one’s own hand: the balance remaining after 
subtracting from 8 or 8^/2 gives the number of 
honor^-tricks held by the opponents. 

If partner has made a bid his minimum shown 
depends on the kind of bid made—Opening one- 
bid, Secondary bid, Forcing bid, etc.; if partner 
passes, or has not yet bid, his share is roughly 
one-third of the remaining defensive tricks 
(honor-tricks) and proportionately less when one 
or both opponents show strength. 

The total of honor-tricks shown by the op¬ 
ponents’ bids added to those in the player’s own 
hand gives a fair measure of the balance of 
honor strength held by partner—important 
consideration, especially when partner consis¬ 
tently passes. 

The “balance of strength” principle is of im¬ 
mediate practical value at all stages of the bidding. 
For instance, assume that First Hand opens with 
one notrump, showing thereby at least 2 V 2 
honor-tricks; Second Hand doubles, showing 
about 3 honor-tricks; Third Hand holds 

♦ AQ3 ^J7S4 OA93 4352 

worth about 2 V 2 4* honor-tricks. With 8 honor- 
tricks already accounted for, Fourth Hand can 
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have but a King or a Queen-Knave at the most 
and more likely holds a blank. The proper bid 
by Third Hand is “Redouble/’ to flash to his 
partner that he holds the balance of honor 
strength and that therefore a heavy penalty is 
in sight. (See also Defense Against Psychics, in 
Book IV.) 

Exactly the same process of honor strength 
elimination is used, although in reverse order, 
in Slam bidding. Assume that First Hand 
opens with two spades, which shows at least 5 
honor-tricks, and Third Hand holds 

4iJ 742 S?AQ6 OA 8 5 3 492 

worth 2 V 2 + honor-tricks. The combined hands 
show at least 7 V 2 honor-tricks. This means that a 
Small Slam will, as a rule, be made, for the bal¬ 
ance of strength left to the opponents is but 1 
trick. Incidentally, it also means—and this 
without artificial Ace showing—that the partner¬ 
ship’s combined hands contain at least three Aces. 

The 8 ; 5 Yardstick 

The winning of tricks with low cards largely 
depends upon honors, which serve as indispensa¬ 
ble stoppers and re-entries. It becomes, there¬ 
fore, possible to use the Rule of Eight not only 
to measure the balance of honor strength around 
the table but to extend it for measuring with 
fair accuracy the chances for scoring one-odd, 
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two-odd, game or Slam, especially at notrump. 
If players North and South hold about 4 honor- 
tricks, the opponents will hold about 4 honor- 
tricks also, and game therefore is practically 
excluded for either side except with freakish hands. 
Either side will, as a rule, score one-odd or be 
defeated by 1 trick at notrump, or at a suit bid 
score from one- to two-odd. 

Table of Expectancies 

If combined The contract 

honor4ricks are — expectancy is— 

4 to 4 V 2 . one-odd zone 

About 5 . two-odd zone 

About 6 . game zone 

7 to 7 V 2 (depending . Small Slam zone 

on distribution) 

About 8 . Grand Slam zone 

Note /. With trump bids 4 V 2 honor-tricks will usually 
produce two-odd, and 5 honor-tricks will produce three-odd. 

Note 2 , At both trump and notrump bids, 5 V 2 honor- 
tricks will average to produce game if a suit or suits arc strong 
and long or if the combined hands “fit.’* Nevertheless, in 
order to avoid unnecessary penalties a player must avoid con¬ 
tracting immediately for a game on the 5 V 2 honor-trick ex¬ 
pectancy of game. A hasty game bid shuts out much of the 
valuable information available at a lower stage of bidding. 

The count of 4 honor-tricks in two hands is 
on the line that separates a bid from a pass. 
It explains why about IV 2 honor-tricks are 
sufficient to take out partner’s Opening onc-l|id 
in a suit (which shows 2 V 2 honor-tricks) with one 
notrump* Such a “negative’' one notrump still 
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leaves the contract at one-odd and has the great 
advantage of keeping the bidding open in the 
event that the Opening Hand holds more than 
a minimum Opening bid. 

The count of 5 V 2 plus to 6 honor-tricks in the 
combined hands usually results in game at some 
bid. This explains why about 3^/2 (depending 
on the strength of the trump su,it) honor-tricks 
are generally required to make a Forcing Take¬ 
out of partner's Opening one-bid, which already 
shows at least 2 V 2 honor-tricks. 

The Standard Table and the Rule of Eight 
represent the train of subconscious reasoning of 
all master players. For this reason they are not 
only applicable to any system but, when tested 
in practice, work out with remarkable accuracy. 
Every player should deal out several hands and 
see for himself that this is true. 

This does not mean that in certain instances the 
honor values given in the Table will not show a 
slight over or under valuation, or that extremely 
rare hands cannot be set up artificially to show a 
trick more or less than the constant 8 - 8 V 2 - 
Neither does it mean that a master player does 
not supplement his Rule of Eight with finer 
shadings of values. Distribution will always re¬ 
main a paramount factor. The fact remains that 
any practical test will prove decisively that the 
Standard Table is not only superior to any method 
of *‘quick-trick*' valuation so far devised, but that 
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it is the indispensable measuring rod of all honor 
values in bidding for masters and beginners alike. 

The Standard Table of Honor-Tricks is an in¬ 
valuable compass that will enable even a dub to 
navigate with reasonable safety in the treacherous 
seas of Distribution. 

By eschewing vague generalities or arbitrary 
and rigid counts, it has purposely been made 
flexible in order to allow for the individual judg¬ 
ment which is indispensable in a game like Con¬ 
tract, which abounds in subtle inferences. 

Contract is not a game of “clever guessing” 
but of scientific precision based on logical infer¬ 
ences; however, to escape the pitfalls of routine 
theorists its principles must be used grosso modo 
and not too absolutely. 
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NOTRUMP VALUATION 

In notrump bids the winning of tricks with low 
cards depends on the number of honor-tricks 
held, which are indispensable for re-entries and 
stoppers (the Time Factor). Therefore the count 
of honor-tricks alone will automatically include in 
the hand a proportionate number of low-card 
tricks. As stated in the Rule of Eight the ratio 
of honor-tricks to low-card tricks is roughly 8:5. 
From this basic idea any player can logically work 
up a remarkably accurate table of notrump bids, 
Raises and Takeouts. 

THE 4-5-6 COUNT 

1 . Two combined hands containing 4 - 4 ^ 1 ^ 
honor^tricks will on the average develop 2 -j low^card 
'ricks in addition. Partners either make one no- 
trump or are set 1 trick. 

2 . Two combined hands containing slightly 
'fetter than 5 honor-tricks will on the average develop 
^rom 2 ^It to 3 low^ard tricks in addition. Partners 
ire in the two notrump zone. 

3. Two combined hands containing about 6 
lonor^icks will on the average develop at least 3 

33 
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low-card tricks in addition. Partners are in the 
three notrump zone. 

This simple rule of the 4-5-6 Count serves as a 
basis for notrump Takeouts and Raises.* 

NOTRUMP TAKEOUTS 

An opening suit bid of one shows a minimum of 
2 V 2 honor-tricks and a maximum of 5 V 2 honor- 
tricks. Partner’s notrump Takeouts will depend 
on his balance of honor-tricks and distribution. 
His possible courses of action are as follows, 
provided no suit Raise or suit Takeout is available: 

1. Holding less than IV 2 honor-tricks in two 
suits, he passes. With a reliable partner he may 
bid one notrump on as little as an Ace and a 
Queen or two Kings and a Knave or two Kings 
and two Tens. 

2. Holding about IV 2 to 2 plus honor-tricks 
in two suits, he bids one notrump —a minimum 
or negative response. The IV 2 can be shaded 
down to an Ace and a Queen. 

3. Holding about 2 V 2 to 3 plus honor-tricks in 
two suits, he bids two notrump. When vulnerable 

* As explained in the “Contract Bridge Blue Book^* of 
1930, two and three notrump will frequently be made with 5 
and SVa honor-tricks, respectively, provided the distribution is 
favorable. The slightly heightened requirements will take care 
of all distributions in more than 97% of hands. It goes with¬ 
out saying that a hand can always be manufactured such that 
even S honor-tricks will fail to produce a single extra trick. 
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it is best to respond with one notrump if holding 
a bare 2 V 2 honor-tricks and the sterile distribution 
4-3-3-3. 

Two notrump is a semi-Forcing bid; that iSj the 
Opening Hand must bid again except when holding 
a bare 2 ^ft honor4ricks and a 4 - 3 - 3-3 distribution. 
Some writers advocate that a two notrump re¬ 
sponse be unconditionally Forcing, which is an ob¬ 
vious fallacy. As a result the Opening Hand 
would have to give up a great number of minimum 
Opening bids which frequently are an annoying 
defense to the enemy. Furthermore, in the 
Culbertson System the two notrump semi-Forcing 
response conveys a precise inference on a tremen¬ 
dous number of hands which contain from 2 V 2 
to 3 plus honor-tricks. These inferences become 
vague and blurred once the response is absolutely 
Forcing.* 


* The Culbertson System is designed essentially for experts and 
consequently no compromise is permitted for the sake of an 
inferior player. The absolutely Forcing two notrump as well 
as the Forcing One Over One responses are being justified by 
certain writers on the ground that the average player has not 
sense enough to use his free judgment and therefore should 
be forced right and left. This may be true, but the writer 
has always fought against the principle of two systems, one 
for the dub and one for the expert. Simplicity and prcci» 
sion of inferences are the criteria of a great system for any 
expert, and the interests of a dub can best be served by re¬ 
specting his native intelligence and thus avoiding a special 
diet of dog biscuits. 
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4. Holding about 3 V 2 but less than 4 V 2 honor- 
tricks in two suits, he Mds three notrump, 

5. Holding about 4 V 2 honor-tricks, if distribu¬ 
tion is favorable, he bids four notrump —a Slam 
try. With hands of such strength, however, a 
better bid is usually available as a preliminary or 
hors d’oeuvre—namely, a Forcing Takeout. 

By reversing the process the Opening bidder 
can determine from the size of partner’s notrump 
responses the number of honor-tricks held by 
him. In this manner partners check each other 
on the balance of honor-tricks held by each. 

Assume South opens with one spade and partner 
responds with three notrump. The inference is 
that the Responding Hand has, as a rule, at least 
3 V 2 honor-tricks, no other biddable suit, 2 Lnd possi¬ 
bly inadequate support for spades. When the Re¬ 
sponding Hand responds with one notrurnp in¬ 
stead of with three notrump the inference is that 
2 honor-tricks and a Queen at the most are held. 
It goes without saying that in the matter of no- 
trump Takeouts and Raises the player should use 
at least a little imagination and shade the 4-5-6 
Count to suit the bidding situation, partner’s psy¬ 
chology and distribution—the last b^ing of par¬ 
ticular importance. With suits of fair quality 
and length or with good chances of developing 
partner's bid suit slight liberties can be taken. 
There are, however, certain types of hands that 
contain no “body,’' such as a 4-3-3"3 distribution 
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with a flock of sixes and sevens, when a Raise 
or a Takeout to three notrump on even 3V 2 honor- 
tricks would be unwise. 

NOTRUMP RAISES (nOT VULNERABLE) 

An opening notrump bid (not vulnerable) 
shows at least 2 V 2 honor-tricks and usually denies 
a biddable suit. Therefore partner should, lack¬ 
ing a suit Takeout, proceed as follows: 

1. Pass if holding barely 2 honor-tricks, or less. 

2. Raise from one to two notrump if holding 
about 2 V 2 honor-tricks.* 

3. Raise from one to three notrump if holding 
about 3 V 2 honor-tricks. With very favorable 
distribution the three notrump Raise can be 
shaded to 3 plus honor-tricks. 

VULNERABLE NOTRUMP RAISES 

The requirements for notrump Raises are modi¬ 
fied when partner, vulnerable, has opened the 
bidding with one notrump, which shows about 4 
honor-tricks in his hand. We have already seen, 
from the 4-5-6 Count, the expectancy of tricks 
which may be developed in play. Therefore, if 
the Opening Hand, vulnerable, bids one notrump, 
the Responding Hand should: 

* Pcpcnding on distribution and on whether the Opening 
bid is First or Fourth Hand, the honor-tricks for a Raise from 
one to hotrump should be shaded upward or downward. 
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1. Raise to two notrwnp if holding IV 2 to 2 
honor-tricks. 

2. Raise to three notrump if holding 2 to 3 
honor-tricks. 

3. Raise to four notrump if holding better than 
3 bare honor-tricks. 

4. Raise to six notrump if holding about 4 plus 
honor-tricks. 

It is, of course, assumed that the Responding 
Hand does not have a biddable suit which justi¬ 
fies a Takeout (see Suit Takeouts below). The 
higher requirement for notrump bidding when 
vulnerable is based upon assuring a margin of 
safety against the factor of unfavorable adverse 
distribution and thus avoiding an unnecessarily 
severe loss when vulnerable^ 

SUIT TAKEOUTS OF ONE NOTRUMP 

(not vulnerable) 

An Opening bid of one notrump not vulnerable 
is the weakest bid in Contract. Consequently 
partner’s suit response should always show a 
certain minimum amount of strength and should 
never be a “rescue.” 

Holding a five-card biddable suit with at least 
IV 2 honor-tricks in the hand, make a Regulation 
Takeout of two in the suit. 

Holding a good four-card biddable suit with 
about 2 honor-tricks in the hand, make a Regu¬ 
lation Takeout of two in the suit when the hand 
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contains a singleton. Otherwise pass or bid two 
notrump. 

Holding 3 honor-tricks and good distribution, 
make a Forcing Takeout on a five-card major suit. 
When the suit is a minor, prefer the immediate 
notrump Raise, unless the suit is of six-card 
length or the hand contains a singleton.* 

Holding less than 3 honor-tricks but freakish 
distribution (6-4-2-1 with a fair trump suit), bid 
game immediately in a major and bid four- or 
five-odd in a minor, depending on the make-up 
of the hand. (See also Sign-off Bids.) 

SUIT TAKEOUTS OF VULNERABLE ONE NOTRUMP 

A Regulation suit Takeout of a vulnerable 
Opening one notrump bid (which has shown about 
4 honor-tricks) may be made if the Responding 
Hand holds a five-card biddable suit with about 
1 honor-trick in the hand. A Forcing Takeout 
(a Jump bid of one more than necessary in a new 
suit) may be made with a good biddable suit if 
there are about 2 V 2 honor-tricks in the hand, since 
the vulnerable Opening notrump bid has shown 
at least 4 honor-tricks. ** (See Forcing Takeouts.) 

* The requirements for making a Forcing Takeout over one 
notrump can be lowered slightly because fhe Responding 
Hand knows that partner holds at least secondary support for 
his suit* 

** This is the only time a player is justified in forcing on 
2^/2 hottcw-tricks. The higher requirements for Forcing 
Takeouts are due to new scoring laws and to the new (part- 
Forcing) One Over One. 
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THE DISTRIBUTIONAL COUNT* 

(Count of the Hand at Trump Bids) 

At notrump bids there is available the quick 
count of honor-tricks based on the Rule of Eight* 
At suit bids trumps dominate even honors and, 
under the powerful protection of the trump 
barrier which spreads from Declarer’s into 
Dummy’s hand, low cards in long and short side 
suits acquire a definitely measurable trick value. 
In order to obtain the accurate total at a given 
bid it is necessary to count separately each of the 
three kinds of tricks. To put it another way it is 
necessary to count separately each suit to obtain 
the total of the hand. 


* There is nothing in Contract more important and more 
difficult to learn than precise valuation of suit bids—a matter 
of years if the learning is gone about in a hit-or-miss way. 

The Distributional Count is so called because the low cards 
are not only counted independently from, and in addition to, 
honor-tricks, but their valuation varies according to distribu¬ 
tion. Players will find that in learning this Count they are 
actually mastering the principles of play. It is the first and 
indispensable step toward expert valuation and bidding. 
The greater part of the credit for the Distributional Count 
rightfully belongs to Josephine Culbertson, the author's 
wife. 


40 
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How to Count Any Long Suit 

HOW TO COUNT ANY LONG SUIT 

The trick expectancy of any four-card or longer 
suit is made up of (a) honor-tricks and (^) estab- 
lishable low-card tricks. 

Illustration: 


4QJ10 



454 

2 tricks will be won with honors (A K), and 1 
trick is lost to the A Q, after which the way is 
cleared for 3 establisned low-card tricks, making 
the total value of West's suit 5 tricks in all. 

The number of establishable low cards (winners) 
in a long suit depends on the distribution of the re¬ 
maining cards of that suit in the other three hands. 

In the foregoing example, if, instead of three 
spades, North holds 4^ 0 J 10 8, West's long suit 
makes but 4 tricks. In Book III the reader will 
find a table of probable distributions. He will see 
that it is most unwise to bank on the so-called 
“average distributions.'^ The most probable dis¬ 
tribution of 5-3-3-2 is but slightly more probable 
than a 5-4-3-1 distribution, which is next in proba¬ 
bility; and yet the practical effect on the number 
of establishable low cards is quite different. 
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The holding 4^ A K 5 4 3 can establish 2 low-card 
tricks with the so-called average 3-3-2 distribu¬ 
tion of the remaining spades—assuming opponents 
hold the Q J 10. With Q J doubly guarded owing 
to a 4-3-1 distribution, the same five-card suit 
can now establish but one low card, which makes 
a difference of one hundred percent! 

When a suit is bid as trump, partner is in a 
position to show favorable or unfavorable dis¬ 
tribution. by assisting or denying the bid suit. 
In bids of one and before hearing from partner, 
the Opening bidder may temporarily assume the 
most probable distribution—the average. With 
side suits, however, the player should, as a matter 
of precaution, assume not the ?nost probable but 
the next most probable distribution. This explains 
why, in the following count of long-suit tricks, the 
low cards in the trump suit are given double the 
value of the low cards in side suits until partner 
denies adequate trump support. 

In addition to the trump suit and honors the 
player should take into account the value of 
low cards in long side suits. Lengths in side 
suits combined with Dummy's will, as a rule, 
develop, under trump protection, one or more 
low-card tricks. These apparently insignificant 
values are frequently the vital tricks indispensable 
to reach a game (or a Slam) contract, and any 
method of valuation that takes no precise ac¬ 
count of low cards in side suits is basically wrong. 



The Opening Hand 43 

THE OPENING HAND 

{Bidding Valuation at Opening Bidder's Own Trump Bid if 
S upported; Count Only Honor~ Tricks for Opening One-Bids.) 


LONG-SUIT TRICKS 

In In a 

Trump Suit Side Suit 

A four-card length is worth 1 trick V 2 trick 

A five-card length is worth 2 tricks 1 trick 

A six-card length is worth 3 tricks 2 tricks 


Long-suit tricks cannot be counted in a suit 
bid by the opponents. A worthless four-card 
length should not be counted unless the suit has 
been previously shown by partner. 

The full trick value of any suit is determined by 
counting length values separately and adding the 
honor values—that is, long-suit tricks and honor- 
tricks combined. 

Illustration: 

1. If A Q 5 4 3 is bid as trump it is worth 
3y2 playing-tricks—meaning between. 3 and 4 
tricks—IV 2 honor-tricks for the A Qand 2 long- 
suit tricks for the fourth and fifth cards of the 
five-card suit; but if partner denies trump support 
it is worth but 2^/2 playing-tricks. 

2. A 9 8 2, a side suit, is worth IV 2 playing- 
tricks—1 honor-trick for the Ace and V 2 trick for 
the fourth card of the four-card suit. 

3. -* K 9 8 7 2 is worth 2 V 2 playing-tricks if the 
suit is trump and but 1V 2 playing-tricks if it is a 
side suit. 

The illustrations above clearly show the values 
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of length in suits. Naturally, if a suit has been 
tentatively named as trump, which partner fails 
to support, the holder, in determining whether or 
not to make another bid, cannot count his length 
in the suit at the value of a trump suit, because, 
due to partner’s failure to support his bid, he must 
assume that the distribution is unfavorable. 
Whether or not the suit can be rebid is to be de¬ 
termined by its additional strength and length. 
Whenever partner fails to support the bid suit it 
is wise to assume at most a two>card length in the 
suit or even a singleton, and rebid accordingly. 

With solid suits such as K Q J10 9 or Q J 10 9 7 6 
it is not necessary to count the length and honor 
values separately. The quickest method is to 
count out the missing honors as losers. Thus 
K Q J 10 9 is worth 4 sure playing-tricks—one 
loser being deducted for the missing Ace. (See 
Plastic Valuation.) 

Honor combinations such as A K Q, A K J, 
AQJ, KQJ, KJ 10 and Q J 10 can be given their 
full value (respectively 3, 2 ^/ 2 , 2 V 2 , 2, IV 2 and 1 
playing-tricks) only when counting the hand for a 
Raise or Rebid and not for Opening bids, Doubles 
or Takeouts of partner’s bids, all of which require 
defensive honor strength. 

In addition, information disclosed during the 
bidding as to the position of missing higher honors 
or distribution (length) of suits modifies the 
defensive value of honor-tricks. 
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The Responding Hand 

VALUING OPENING HAND AT HIS OWN TRUMP BID 

The expected winners of long suits and honors 
give the total trick value of any hand when played 
at the holder*s own trump bid. 

A few minutes practice will enable a player to 
value any hand almost instantaneously. 

Illustrations: 


♦ A Q 5 4 3 

{trump 

2. 4 K 8 7 5 4 3 

(trump 


suit 3 V 2 ) 


suit 

^ A 2 ' 

(1) 

S? AQ 

(IV2) 

0 A 9 8 2 . 

( 1 V 2 ) 

03 

(0) 

♦ 93 

(0) 

♦ QJS2 

(1) 

• 

Total 6 


Total 6 

♦ AKQJ32 

{trump 

4. 42 

(0) 

7 J982 

suit 6) 

7AKQJ 

(trump 

(V2) 


suit 4) 

0 K4 

(V2) 

0 A43 2 

(IV 2 ) 

♦ 2 

(0) 

♦ A954 

(iv») 


Total 7 


Total 7 


Singletons or voids, though distinctly an asset 
to the hand as a whole, cannot be counted as 
extra tricks for the reason that the length value 
of the trump suit has already been counted. 
Ruffing-tricks, therefore, are not a net gain to 
the Opening Hand except when the long trump 
suit is very weak. 

THE RESPONDING HAND 

(bidding valuation in support of partner's trump bids) 

The total count of playing-tricks in the Re¬ 
sponding Hand includes the following: 
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1. Trump length and honors (in partner’s bid 
suit). 

2. Low-card and honor-tricks in side suits. 

3. Ruffing-tricks due to short suits (voids, 
singletons and doubletons). 

Dummy’s trumps have a trick value indepen¬ 
dent of that of the main trump suit. The reason 
is that the increased length in the Dummy pro¬ 
motes the favorable distribution of the Declarer’s 
main trump suit and thus increases the chances 
of dropping the outstanding missing honors. 
For instance, with A K 7 6 2 the Declarer 
counts one loser, assuming there are three low 
trumps in the Dummy. Now, if the Dummy 
has four low trumps, Declarer’s chances of 
dropping the outstanding Queen and Knave 
on the Ace and King leads are proportionately 
increased. This explains why four low trumps in 
the Dummy are given a value in addition to the 
value pf a short suit such as a singleton. 

The distinctive characteristic of the Responding 
Hand (the Dummy) lies in the use of ruffing-tricksy 
which, although not counted as extra tricks in the 
Opening Hand, acquire an extraordinary value in 
the Dummy and sometimes in the opponents’hands. 

This appearance of a new kind of trick—non¬ 
existent at notrump*—is due to the fact that 

♦ In all bidding games of the partnership family, such as 
Bridge and Russian Vint, fewer tricks are required for a game 
bonus at notrump than at trump bids. This is obviously 
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otherwise ^^worthless” trumps in the T)ummy can 
be utilized to ruff the losers from Declarer's hand. 

The hand 

♦ 3 <^?J75432 OJ7654 410 

is practically worthless in support of partner's 
spade bid; in support of partner’s heart or 
diamond bid it is almost a powerful hand. 
The remarkable feature of singletons, double¬ 
tons or absent suits is that their trick value largely 
depends upon the trump length in the Dummy. 

Assume that the Opening Hand bids one spade 
and the Dummy has 4|l J 9 8 and a singleton small 
heart. Even if Declarer holds three losers in 
hearts it 'is not probable that more than one 
heart will be ruffed in actual play since the 
opponents obviously will lead trumps to pre¬ 
vent the second ruff. Now, if the Dummy 
holds four spades to a Knave and the same 
singleton h^art, the Declarer can ruff at least 
two losing hearts no matter what the opponents’ 
defense may be, since their trumps will be soon 
exhausted. This makes a difference, on the 
average, of one hundred percent. 

not due to the fact that notrump plays are uncertain and 
offer fewer stoppers. The notrump scoring is an attempt to 
counterbalance the ruffing-tricks which are the by-product 
of trump plays only. Thus, it may be ‘‘cheaper” to play for 
five-odd at diamonds, when extra ruffing-tricks are available, 
than for three-odd at notrump. 



48 Bidding Valuation 


When supporting partner's 

trump bids: 

THE TRUMP length AND HONORS ARE VALUED*. 

Trumps 

Tricks 

Three cards or less 

0 

Four cards 

Va to 1* 

Five cards 

1 

Six cards 

2 

Add for Ace 

1 

Add for King 

1 

Add for Queen 

V 2 (sometimes I)** 

Not more than IV 2 tricks should be counted for honors in 

Dummy's trump suit. 


THE LOW-CARD AND HONOR-TRICKS IN SIDE SUITS ARE VALUED*. 

Same as in Opening Hand—V 2 trick for each card in excess 
of three, plus the total of honor-tricks. Long-suit tricks can¬ 
not be counted in a suit bid by the opponents. 

THE RUFFING-TRICKS ARE VALUED*. 

mthsof 

Partner*s With 4 or 


Suit More^ 

A doubleton (only two cards of a 


suit) 

V ‘2 trick 1 trick 

A singleton (only one card of a suit) 

1 trick 2 tricks 

A void (an absent suit) 

2 tricks 3 tricks 

A short suit has a slightly greater value if it 


is part of one of two suits bid by partner. The 

* Count four cards as worth * 1 trick for length when 
headed by a Knave or a Ten-nine, but only Va trick for length 
if headed by better tJian a Knave. 

** The Queen may be counted as 1 trick with the Knate. 
t The ruffing-tricks do not increase in value with five 
trumps or more for the reason that it is unjustifiable to as¬ 
sume that the Declarer holds more than three bring eards of 
the suit of which the Dummy holds, say, a singletcm. 
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short suit also has a slightly greater value even 
with three trumps if they are headed at least by a 
Queen. 

When a hand contains two short suits, only 
one of them should be valued—if they are un¬ 
equal in length, value only the shorter. A void 
is valued in preference to a singleton, and a 
singleton in preference to a doubleton. To value 
more than one short suit with the same trumps is 
an obvious duplication. 

The sum of tricks in trumps long and short suits 
will automatically give the precise total count of 
playing-tricks or winners in support of partner's 
trump bid of one. For valuation of bids higher than 
one see the two-bid and the Rule of Two and Three. 

Illustration: 

Opening Hand 
{spades bid) 

44 AK763 
1 7 k:87 5 
00 432 

049 _ 

5 playing-tricks 
Valuation of possible Dummies 

(/) { 2 ) (J) 

lVs4QJ5 4 14 10 9854 14 10 9854 

1V2 7A643 27A6432 1796432 

209 209 ' 30 - 

PA 4 A 5 4 3 0443 _ 04432 

6 V 2 playing-tricks 5 playing-tricks in 5 playing-tricks in 
in support of spades support of spades support of spades 
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VALUING THE HAND IN DEFENSE 

Against opponents’ trump bid, low-card tricks 
in side suits cease to exist, and the ruffing value 
of short suits becomes, as a rule, very uncertain. 
There remain only trumps and honors in side suits. 

The sum of trump tricks and taking honors gives 
the measure of strength against opponents^ trump 
bid. A singleton may be counted as one trick when 
the player is reasonably certain of obtaining a ruff, 

THE TRIPLE VALUATION OF THE SAME HAND 

The fact that short suits are of v^lue only in 
the Responding Hand (prospective Dummy) and 
that long suits cannot be counted against op¬ 
ponents’ trump bid, while honors generally retain 
their value no matter what the final bid, intro¬ 
duces tremendous variations in the total trick¬ 
taking worth of the same hand. Accordingly, 
the same hand must be valued in three ways 
during the bidding: 

1. At one^s own bid: Count honor-tricks and 
long-suit tricks (in both the trump and side suits) 
—but not the short-suit tricks. 

2. In support of partner's bid: Count every¬ 
thing^—trump tricks (length and honors), side- 
suit tricks (length and honors) and shprt-suit 
or niffing-tricks (a short suit and honors). 

3. Against opponents' trump bids: Count 
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honor and trump tricks but not low cards in side 
suits. Count exceptionally a singleton and a void. 

Illustration: 

46 S?AK 7 5 4 <C>A42 ♦KJTS 

This hand is worth a maximum of 6 V 2 playing- 
tricks at a heart bid, if partner supports that bid. 
If he fails to support it, the assumption of favor¬ 
able distribution fails, and the hand is worth 
but 5 V 2 winners with hearts as trumps. It is 
worth 7 V 2 playing-tricks in support of partner's 
club bid. Finally, against opponents' spade bid, 
it is worth the maximum of 4 expected winners. 

It follows that according to one's own, partner's 
or opponents' bid, the same hand must be valued 
from three different standpoints—a process in¬ 
dispensable even to an average player. 

The bid which, when compared with other bids, 
counts up to the most tricks or points is generally 
the one to choose. 



Chapter V 
QUANTITY BIDDING 

The total of playing-tricks or winners held in 
the Opening or Responding Hand can be reasoned 
out by each partner from the number of times the 
hand is bid or raised. 

Quantity bidding between partners operates 
on exactly the same principle as a taximeter: each 
turn of the wheel registers its proportionate 
amount. Starting with a definite minimum^ each 
new bid or Raise, every time the player speaks, 
shows an additional trick value, be it as little as a 
^‘plus^’ value or better distribution. By adding 
the total tricks of one hand to the total shown 
by partner’s bids the total for the combined 
hands can be determined mathematically. 

In this total of sure and probable winners or 
playing-tricks are included not only honor-tricks 
but establishable low cards in side suits and, in 
the Responding Hand, rufEng-tricks as well. 

Bidding to show total quantity preceded by 
many years the more complex bidding to show 
honors or quality. In the early days of Bridge— 
as indeed with beginners today—no distinctions 
were made between Opening, Secondary and 
other bids to indicate different honor or defensive 
strength of hands. Today, the inferences dealing 
52 



The Mechanics of Raises and Rebids 53 

with quantitative bidding between partners are 
still the most important. An Opening one-bid 
or a Secondary one-bid may differ in honor-tricks, 
but both show the same to^a/ playing-tricks, 

THE MECHANICS OF RAISES AND REBIDS 

Theoretically Raises and Rebids are based upon 
logical assumptions of trick expectancy in part¬ 
ner’s hand. There are 13 tricks at any bid, of 
which partner’s share is about 3 tricks in honors 
and low cards—the number which you tem¬ 
porarily assume he can win, until better informa¬ 
tion is available. 

Therefore in order to contract for any bid of 
one the Opening Hand requires about 4 playing- 
tricks which, when added to the assumed 3 tricks 
in partner’s hand, make up the total of 7 playing- 
tricks. 

Thereafter the Opening Hand requires about 1 
playing-trick more for each increase of the con¬ 
tract which he voluntarily bids. 

The Responding Hand in turn discounts its 
first 3 playing-tricks which are already taken for 
granted by the Opening bidder in his bid. There¬ 
after the Responding Hand can raise once for 
each playing-trick held in excess of 3. 

For instance, assume that the Opening Hand 
bids one spade and partner raises to three spades. 
Decoding partner’s message, the Opening bidder 
makes the inference: double Jump from one to 
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three confirms my assumption of 3 tricks and 
shows 2 tricks in addition, making 5 tricks in all, 
together with adequate trump support. I have 
previously shown at least 4 playing-tricks, which 
gives for our combined hands 9 playing-tricks up 
to this point,*’* 

THE SCALE OF RAISES AND REBIDS 

Theoretically, the general rule to raise once for 
each trick in excess of 3, and to rebid once (if you 
are the Opening Hand) for each trick in excess 
of 4, is correct and logical. In practice, however, 
this rule must be considerably modified and 
adapted to each individual hand. The one trick 
unit is often too large and many Raises and Re¬ 
bids are made with only an extra V 2 trick and at 
times with even a ‘‘plus’* value. In numerous 
instances one should raise on less than 3 expected 
tricks; in many other instances a Rebid with 1 
full trick would be quite unjustified, and in others 
a Rebid with even a slight plus value becomes 

* In the Culbertson System there is an alternative method 
for Raises and Rebids called Plastic Valuation. With this 
method, the player, instead of adding up the playing-tricks 
separately, considers the hand as a whole y as a block-unit. 
The player then visualizes the minimum strength previously 
known to or assumed by partner and raises or rebids for each 
additional trick-taking value. Plastic Valuation requires 
exact knowledge of partner's “expectancies." A player must 
first learn how to diagnose a hand trick by trick, and only 
when different types of minimums are quite familiar to him 
may he make use of the Plastic method. (See Chapter VI.) 
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imperative. Raises and Rebids are often much 
too flexible and finely drawn to be measured by 
full or even half trick values; not to take into 
account shadings and specific bidding situations is 
like fishing with a net through which all but the 
biggest fish escape. In the following broad 
schedules of Raises and Rebids I shall attempt, 
as much as possible, to take into account the 
factor of flexibility and ‘"shaded” values, but no 
Bridge method can be used successfully unless its 
greater part is unsaid and left to the player’s 
imagination. 

RAISES 

ASSUMING PARTNER OPENS WITH A SUIT BID OF ONE 

There are three kinds of Raises: 

(a) Single (minimum)—from one to two, 

{b) Double (strength)—from one to three. 

(r) Game (great strength)—from one to four 
in majors and to five in minors. 

Raises from one to five in majors and to six in 
minors should be, as a rule, preceded by a Forcing 
Takeout. 

A Raise from one to four in a minor shows a 
strong, unbalanced hand, sufficiently strong and 
unbalanced to try for game in a minor since it 
shuts out the alternative three notrump. The 
general make-up of the hand should be considered 
as to whether it can profitably be played at no- 
trump, and in hands containing honor-trick 
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strength, which might justify three Raises of a 
minor suit bid, only two of these Raises should be 
given so that partner may bid three notrump if the 
structure of his hand suggests that contract. 

The range of single Raises is from 2 V 2 to 4 V 2 
(inclusive) playing-tricks. 

Single Raises are of two kinds: 

{a) Shaded Raises^ and 
(^) Full Raises, 

A Raise with 2 V 2 to 3 playing-tricks is called a 
shaded Raise, There are two occasions when a 
shaded Raise must be given: 

1. When a pass by the Responding Hand may 
close the bidding and thus prevent partner from 
re-entering the bidding. It must be remembered 
that the range of hands held by the Opening Hand 
may vary from a minimum of 2 V 2 honor-tricks to 
powerful hands containing 5 and even 5 V 2 honor- 
tricks, not to count low-card tricks. 

2. When the Opening Hand persists in bidding 
after a previous pass by the Responding Hand. 
Such a Raise may be called a secondary Raise. A 
secondary Raise (a Raise after a previous pass) 
should also be used with hands containing a full 
Raise but less than 1 honor-trick, provided the 
opponent on the right is keeping the bidding open 
for partner. 

The count of 4Va to 5 playing-tricks is on the 
borderline between a single and a double Raise. 
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Much will depend on partner’s psychology, vul¬ 
nerability and distribution. As a rule, hands 
which count up to 4^/2 playing-tricks, with at least 
2 V 2 in honors, are worth a double Raise; and 
hands which count up even close to 5 playing- 
tricks, but with less than 2 tricks in honors, should 
usually be given but one Raise. Here the danger 
of misleading partner into a Penalty Double or a 
Slam try is too great to run the risk. A single 
Raise will almost always include from 1 to 2 
honor-tricks. After a single Raise partner is 
expected not to rebid his hand unless he holds at 
least 3 V 2 honor-tricks or strong distribution. 
The occasional loss of a game will be more than 
counterbalanced by the considerable saving in 
penalties. 

The problem of distinguishing between a shaded 
single Raise and a sound full Raise is generally 
solved satisfactorily in the course of later bidding. 
However, in order to be on the safe side, the 
Opening Hand should, as a rule, assume that 
partner's first Raise {or notrump Takeout) is 
shaded and avoid contracting for the game unless 
strong enough to cope with a nearly blank hand. 
This lack of caution explains the considerable 
losses suffered by players who jump directly to 
game on hands which, though technically sound 
if partner holds but a normal Raise or a negative 
notrump Takeout, fail to give partner any leeway 
if he should hold but a shaded Raise or Takeout. 
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There are few things more annoying in Bridge 
than the type of partner who, every time one 
gently whispers, roars back as though one is deaf 
and dumb, except, perhaps, the type of partner, 
who, when you roar at him with Jump bids of 
two notrump or double Raises, answers with 
stony silence. 

The range of double Raises is approximately 
from 5 to 6 playing-tricks. It includes, as a rule, 
between 2 and 3 honor-tricks, except after an 
opponent’s Double, when it may be a shut-out 
Raise. This is one of the few situations in which 
a shut-out Raise is permitted. With less than 2 
honor-tricks a single Raise should be used; 
with 3 V 2 or more honor-tricks a Forcing Takeout, 
preliminary to a subsequent Raise^ is generally 
available. 

A double Raise (from one to three) is a strength- 
showing bid and, although not Forcing, partner is 
expected not to pass it except with a hand dis¬ 
tributed 4-3-3-3 and at the same time containing 
but 2 V 2 honor-tricks. In this respect the bidding 
situation of one spadcy three spades is quite similar 
to one spadey two notrump. 

The range of Raises to game in majors or minors 
is from 6 V 2 to 7 V 2 playing-tricks, provided that 
the hand contains {a) strong trump support and 
(^) from 2 V 2 to 3 plus honor-tricks. 

Theoretically, 7 V 2 playing-tricks when added 
to the Opening Hand’s 4 playing-tricks should 
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produce about five-odd—and they do. In prac¬ 
tice, however, it is important to remember that 
the Responding Hand, in order to be on the safe 
side, bases its game Raises on a minimum of 3 
playing-tricks in the Opening Hand, and even 
2 V 2 , rather than on a probability of 4 tricks. 

The triple Raise (from one to four in majors 
and to five in minors) is, paradoxically enough, 
partly a shut-out bid and partly in the nature 
of a mild Slam try. It may show a hand such as 
(spades are trumps): 

4 A 9 8 6 4 7 0 J 9 4 A Q 4 3 2 

or a hand such as 

4KJ83 7AQ10 4 OKQ82 46 

It follows that even if a hand contains 
to 7 V 2 winners but less than 2 V 2 honor-tricks, 
the extra Raise should be “pulled in'' and the 
hand should be raised from one to three rather 
than from one to four In majors. Similarly with 
minors. In all such situations it is far better to 
run the very slight risk that partner may fail to 
rebid to game, than the risk that partner may 
attempt a Slam. When a hand contains 3 V 2 or 
more honor-tricks a Raise to game should be 
deferred in favor of a Forcing Takeout. With a 
hand such as _ ^ 

7 ' '' ') ^ 

.4K 543 2 S?AQ3 0AK5 4^2 
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after partner’s Opening bid of one spade, there 
could be no serious harm in Forcing even with a 
three-card diamond suit rather than befogging 
partnership inferences with a direct Raise to 
four or five Spades*' 

By reversing the inferences from raising, the 
Opening Hand is able to deduce from the number 
of partner’s Raises the maximum count of playing- 
tricks in support of his bid* 

THE SCALE OF REBIDS—THE OPENING HAND 

Second and subsequent bids by the Opening 
Hand are called Rebids. A Rebid in the same 
suit points to added strength in trumps. A 
Rebid in notrump generally points to added 
honor strength. A Rebid which does not increase 
the contract merely points to a different distribu¬ 
tion. 

Like Raises, Rebids are also classed as “shaded” 
and full. The range of one full Rebid is between 
1 and IV 2 honor-tricks or low-card tricks. 
Shaded Rebids are made on but V 2 trick, some¬ 
times even a ‘"plus” value, over the minimum 
previously shown. In fact, after partner’s 
double Raise in a suit or Jump two notrump 
Takeout, there may be nothing left for a justi¬ 
fiable Rebid but the grin of a Cheshire cat—or, 

* In Opening bids of two, three and four the original assump¬ 
tions of the bidder’s minimums are different, and consequently 
the scale of Raises and Rebids is also different. 
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perhaps, the absence of the horrible 4~3“3-3 
distribution. On the other hand, to indulge in 
a shaded Rebid after partner makes a minimum 
response is simply to invite disaster, especially 
with a partner who is quick on the trigger. 
Shaded Rebids may or may not be used, de¬ 
pending on the bidding situation—the score, the 
nature of partner's response and the like. A 
hand that counts up to 6 V 2 playing-tricks has 
two full Rebids and one shaded Rebid; i. e., 
it can certainly be bid twice more after a Raise 
from partner, and, when the Opening bidder is 
hard pressed, even once again. 

Each Rebid shows a possible winner, however 
slight, in addition to those already expected by 
partner. Failure to adhere strictly to this 
principle results in duplication of bids or in 
bidding twice on the same trick values, which 
is the bane of most players. 

To illustrate, if the Opening Hand holds: 

4AQ93 VA32 <> 10 96 ^654 

This hand, with 3 V 2 winners (including 2 V 2 
honor-tricks)’ at spades, is a minimum Open¬ 
ing one spade bid. Should partner raise to three 
spades, the Opening^ bidder, having absolutely 
nothing new to tell partner, should pass. Add 
either the <> Q or a low spade, and the hand has a 
Rebid—either three notrump or four spades, 
respectively. 
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Partnership bidding is like drawing upon a 
joint account where the available supply is the, 
balance left after values previously shown (or 
assumed) are deducted. 

In gauging the number of tricks to expect in 
partner’s hand, a player works with two sets of 
inferences. When partner passes or has not yet 
made any bid (In the latter case, for safety, 
he should be regarded as having passed), a player 
assumes a certain safe maximum—usually 2 tricks 
vulnerable or 3 tricks not vulnerable. When part¬ 
ner has spoken even once, the situation is radically 
changed: a player may now assume a definite 
minimum and build upon a sounder foundation. 
Each subsequent bid or Raise adds another link to 
the chain of inferences. 

The Scale of Rebids is therefore not quite the 
same when partner bids or raises as when he 
passes. When partner has spoken, at least 2^ 
and even 4 vrinners can be expected in his hand; 
when partner passes, the expectancy is at most 3 
winners and it may dwindle to almost zero. 
Consequently the margin of safety is also differ- 
ent. Much will also depend on whether partner 
displays decided strength or merely responds 
with minimums. Even a full Rebid should be 
avoided after partner’s sign of weakness but the 
slightest excuse is valid for a Rebid to game after 
partner jumps the bid from one to three in a suit 
or to two notrump. 
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The Scale of Rebids When Partner Supports 

Count the number of total tricks in the hand; 
deduct 4 tricks and bid once again for each remaining 
trick. Modify this general principle according to 
the bidding situation. (See also Plastic Valuation.) 

To illustrate (the figures in parentheses repre¬ 
sent the sufii of playing-tricks—])r()bable winners 
—at spades): 

1. ' 4 A k 10 6 8 5 3 C' A 10 7 + 9 5 3 (4) 

2. 4 A K 10 9 <^ 8 5 0 A 10 7 4 K 9 5 3 (5) 

3. ♦ A K 10 6 7 8 0 A 10 7 5 4 k 9 5 3 ( 5 V 2 ) 

4. 4AK106 78 0AQ10 7 4KJ53 ( 6 V 2 ) 

Assuming in all four hands that partner raised 
from one to two spades: 

Hand 1 counts but 4 tricks and has no Rebid. 
Hand 2 counts 5 tricks and technically has one 
Rebid; since partner’s single Raise probably 
shows less than 5 playing-tricks, the Rebid is 
not used. Combined hands will hardly stretch 
to a game bid. 

Hand 3 counts 5V2 tricks, equal to one full and 
one shaded Rebid. A bid of three spades in¬ 
vites partner to bid four spades if his first Raise 
is not too weak. One should, as a rule, allow 
some leeway to partner and rely upon his greed; 
if he passes, the game is at best doubtful, and 
the valuable part-score is assured. Ninety- 
nine times in a hundred he (or she) will not pass. 
Hand 4 counts 6^/2 tricks and has two full Rebids, 
justifying a bid of four spades. 
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Numerous situations will arise in which, to 
save a game or even a part-score, the Opening 
Hand should overbid for a sacrifice. The proce¬ 
dure is quite simple. The Opening bidder first 
determines the available number of tricks in the 
combined hands. He can now deliberately over¬ 
bid by as many tricks as the mathematics of game- 
penalty equivalents justify. When vulnerable, a 
player should not count shaded values, nor should 
he anticipate an average break of his trump suit. 

It is the Opening and not the Responding Hand, 
who, as a rule, must take the initiative in deciding 
when and by how much to overbid. For the 
Responding Hand the overbidding range must be 
limited by its shaded and, in certain cases, shut-out 
Raises. This is necessary in order to avoid the 
ever-present danger of bidding several times on 
the same values. 

The Scale of Rebids When Partner Passes 

When partner passes an Opening bid of one in 
a suit, the inference is that he holds less than 
2V2 playing-tricks in support and less than an 
Ace and a Queen in high cards. Consequently 
the tactics of the Opening bidder when opponents 
are bidding should be based on a certain safety 
margin. Since it is quite likely that the margin 
of expected tricks in the Dummy may dwindle to 
as little as V2 trick, it is advisable to provide for 
this contingency in order to avoid unjustifiable 
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overbidding. The Culbertson Rule of Two and 
Three, which is discussed more fully in connec¬ 
tion with “The Defending Hand,” fits this situa¬ 
tion very accurately. When First Hand’s Open¬ 
ing bid has been overcalled by opponents, the 
Opening bidder should gamble on no more than 
2 tricks in partner’s hand when vulnerable, and 
on no more than 3 tricks when not vulnerable* 
This provides against the excessive penalties 
which are often suffered through unwarranted 
Rebids. 

When vulnerable, there are occasions when 
even the “2 trick” margin of safety is not enough. 
Sometimes the strength of the trump suit itself is 
extremely dubious, and its potential playing-trick 
value must be calculated on the basis of unfavor¬ 
able distribution. It is then more advisable to 
pass unless the player is reasonably certain not 
to lose more than 2 tricks if partner’s hand is 
blank and opponents seriously threaten to score 
game. 

When not vulnerable, the “3 trick” margin of 
expectancy may occasionally be increased slightly 
in order to defend against the part-score which 
the opponents seem likely to make. This prin¬ 
ciple should not be carried to extremes, however, 
as penalties of 4 undertricks, not vulnerable, are 
entirely too great. 

When the Opening bid is immediately over- 
called by Second Hand and the Overcall is passed 
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by partner, the situation is slightly different. It 
is quite possible for partner to hold even more 
than 2V 2 tricks in support or as many as 1V 2 plus 
honor-tricks. His hand may not be quite good 
enough for a free bid or a free Raise, but he may 
still have sufficient strength in his hand to sup¬ 
port a partner who can rebid. The Rule of Two 
and Three should be stretched in such instances, 
making it advisable for the Opening Hand to 
rebid on lighter values than he would require to 
rebid if partner passed with no intervening bid. 


REVALUATION OF THE OPENING HAND 


When partner, instead of raising, takes out with 
a different bid, the Opening Hand becomes the 
Responding Hand in turn and must be revalued 
accordingly. 

If partner bids a new suit, the Opening bidder’s 
trump support, honor-tricks, long-suit tricks and 
ruffing-tricks (if any), when in excess of 3 or 4 
winners, may justify a new Raise or Raises. 


To illustrate. South.holds: t , 

4 A 10 3 2 OQJ86 49 


South opens with one heart. If partner re¬ 
sponds with one spade the revaluation of South’s 
hand in support of spades will show 2 tricks for the 
singleton club and IV 2 tricks for trump Ace and 
length, or, in all, three extra Raises over and above 
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the 4 playing-tricks in hearts and diamonds. His 
next bid, therefore, will be four spades. 

Again consider the following dialogue of in¬ 
ferences : 


South 

West 

North 

East 

-1 7 

Pass 

1 4 

Pass 

X 1 NT 

Pass 

Pass 

Pass 


This dialogue, when decoded into inferences, 
reads: 

South: 'T have a minimum of about 4 playing- 
tricks, of which at least 2 V 2 are in honors, and a 
biddable heart suit.'' 

North: '‘You can count on about 1 honor-trick 
in my hand. I may not have support for your 
hearts, but I can offer a biddable spade suit. 
It is possible that my hand does include support 
for hearts, but at this stage of the bidding I 
feel it more important to give you a message 
regarding the distribution of my hand." 

South: ‘T cannot strongly support your spades. 
My hearts are too weak to rebid. In honors my 
hand has slightly more than the bare minimum 
shown by my Opening bid." 

A Necessary Simplification 

In deciding upon an Opening suit bid of one 
or two, it is quite unnecessary and superfluous 
to bother with counting the low-card tricks in 
Drder to determine the total of playing- or “prob¬ 
able" tricks. It so happens that practically all 
fands containing 2^/2 or more honor-tricks auto^ 



68 Bidding Valuation 

matically include at least / low--card trick which 
gives at least the 3 V 2 total tricks required for a 
one-bid. 

Illustration: 

4AQ32 S?A76 0 98 5 4732 

is a bare minimum Opening one spade bid. It is 
worth 1V 2 tricks for 4 A Q, 1 trick for the fourth 
trump and 1 trick for ^ A, making 3 V 2 playing- 
tricks or a probability of 4. 

A glance at the hand to scan the honors is 
sufficient to determine a bid or a pass. 

This simplification is much needed today when 
tens of thousands, in picking up their hands, 
go through the same futile motions of rounding up 
their “probables’" and wasting their power of 
concentration, which is badly needed elsewhere. 

Only when the bidding reaches higher stages 
does it become necessary to revalue the hand 
and to count in the low cards. 

BIDDABLE TRUMP SUITS 

The most important thing in Contract is to as¬ 
sure the minimum safety of the partnership trump 
suit. 

In trump plays all the values of combined hands 
are built on and pivot around the fortress protec¬ 
tion of the trump suit stretching across two 
hands; if the trump suit is too weak to withstand 
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the onslaught of repeated forces by the adver- 
saries, the entire hand generally collapses. 

The simple ‘‘safety devices*' and minimum 
requirements in dealing with trump suits are 
here formulated briefly for the first time, and 
have been accepted by all master players. 

First Principle: 

Except with powerful suits the value of any 
trump suit is not measured by length in player's 
own hand but in the combined hands. 

Illustration: 


A K543 
AK54 


North 

S 1 Q62 

^ w Q632 

' South 


These two distributions of the same suit are 
practically equivalent in value. Both suits 
have eight out of the thirteen trumps and are 
equally safe. To compensate for the extra length 
in the five-card suit (worth 1 trick) the extra 
length in the Dummy will usually bring in a trick 
by ruffing. 

Second Principle: 

The minimum requirements for any biddable 
suit are as follows: 
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At least four trumps with about IV 2 honor- 
tricks in the suit. The honor-trick requirement 
is sometimes shaded in order to give a niore com¬ 
plete picture of hand distribution and avoid the 
dangers of opening the bidding with notrump. 

Five-card trump lengths require but V 2 
honor-trick and can be shaded to a Q 10 or 
even J 10. 

As a rule, even the following ‘^shaded’’ biddable 
suits may be bid (they are fairly safe considering 
the strict rule requiring at least Q x x for partner 
to raise): A J 9 x, K Q x x or Q J 10 x in either 
majors or minors, and, in addition, AJxx, KJxx 
or A 10 X X in minor suits, which offer a wider 
range of selection in the choice of a final contract. 
Five-card suits may be shaded to Q 10 x x x or 
J 10 X X X in either majors or minors. 

Suits which are below this minimum are, as a 
rule, not biddable except in a forced response to a 
Takeout Double. 

Third Principle: 

Partner’s minimum trump support will vary 
according to the length and strength of the trump 
suit shown by the Opening Hand. 

The Opening Hand shows {d) a minimum trump 
suit by bidding the suit once, {b) a fair trump suit 
by bidding the same suit twice (one Rebid), and 
(<r) a powerful trump suit, requiring no ^support 
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whatever from partner, by bidding the same suit 
three times (two Rebids). 

An Opening bid of three or more is equivalent 
to bidding the same suit three times. 


The Table of Bipdable Minimum Trump Bids, 
Rebids and Raises 

Regardless of general strength of the hand the 
minimum trump suit must never be bid again 
unless partner supports it; nor should it be 
supported with less than a Q3 2 or four small 
trumps. With all Opening one- and two-bids part¬ 
ner must assume a minimum trump suit and 
take out or pass when holding less. 


Minimum length and strength 
with Declarer 

1. When any trump suit is 
bid once it shows a minimum 
of about 3 trump tricks. 
In other words, either four 
cards headed by IV 2 honor- 
tricks or five cards headed 
by V 2 honor-trick. 

Minimum trump suits 

AQxx Kxxxx 

AJlOx QJxxx 

KQlOx xx^xxx 


Minimum required from parU 
ner to raise 

1. At least Q 3 2 or four small 
trumps, very rarely A x or 
K X. J 10 2 is almost equiva¬ 
lent to Q 3 2. Holding 
less, partner should either 
pass or, when able, take out 
with some other bid.* 

Until further information 
is disclosed, partner must, 
as a rule, assume a minimum 
trump suit in the Opening 
Hand. 


* Wth a hand containing a justifiable Raise, and yet no 
other bid, a Raise on but A x, K x or three small trumps 
should be made. Fortunately, such situations are rare. 
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2. When, without being sup- 
ported, any trump suit is 
bid twice it shows about 4 
trump tricks* 

Probable 

*'Four Trump Trick** suits 

AKlOxx KQ9XXX 
AQJ XX K J9xxx 
AJ9xXx QJlOxxx 

3. When, without being sup¬ 
ported, any trump suit is 
bid three times (whether 
gradually or at once), it 
guarantees at least 5 sure 
trump tricks.** 

Near-solid suits 
AKQJIO AQJxxxx 
AKJlOxx KJ10 9XXX 
A Kxxxxx KQJxxxx 

Partner having assumed 
only a fair trump suit, such 
powerful suits must be rebid 
again by the Opening Hand. 


2. Partner may raise the Re- 
bid suit with three small 
trumps, Q X or J 10, and at 
times even with two low 
trumps. 


3, All Opening bids of three 
or more guarantee at least 
5 sure trump tricks and conse¬ 
quently require no trump 
support from partner. Part¬ 
ner may raise even with a 
singleton. 

Practically solid suits 
The higher Grand Slam 
premium necessitates a new 
convention for showing a 
very strong trump suit, de¬ 
veloped by the author and 
embodied in the Culbertson 
System of 1933. 


See Takeouts or Slam Bids 
for the new bid to show a 
practically solid trump suit. 


♦ Certain situations call for strategic Rebids of suits 
weaker than those in the list of “Four Trump Trick” suits 
above. 

** Exceptionally, suits may be rebid up to a three-bid as 
a sign-ofF. 



Chapter VI 


PLASTIC VALUATION 

In the “Contract Bridge Blue Book” of 1930 
the author briefly mentioned Plastic Valuation of 
suits and hands as an alternative method to the 
Distributional Count. At that time, a full 
analysis of the subject would have been of interest 
only to a handful of master players. In fact, 
Plastic Valuation involves mental processes so 
complex that further study was required in order 
to discover a method of logical presentation so 
that the subject, which still remains a mystery to 
experts themselves, hidden behind the inner 
workings of their subconscious minds, could be 
elucidated simply and clearly. 

Since then the author has given considerable 
time to the scientific analysis of this all-important 
phase of Contract bidding, in the hope of finding 
a simple formula or method that would unlock 
the storehouse of the experts' subconscious 
knowledge and experience. These mental proc¬ 
esses are now for the first time scientifically 
analyzed and clarified and, in presenting the 
Culbertson theory of Plastic Valuation to thou¬ 
sands who are anxious to graduate into the expert 
class, the writer hopes that he has at least partly 
73 
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accomplished this task and that other Bridge 
minds will carry it forward. 

There is little doubt that Plastic Valuation is 
the most important principle ever discovered in 
the annals of Bridge; even superficial knowledge 
of these mental processes will enable thousands 
of players to enter the inner sanctum of the 
mysterious but withal simple workings of the 
super-expert’s mind. The writer also believes 
that it will revolutionize the teaching of bidding 
and play, especially defensive play. 

So far, relatively few experts have succeeded, 
after years of trial and error, in hitting upon the 
right mental sequences. This is now placed within 
the reach of the many, thus adding to their in¬ 
tellectual enjoyment of the game. Not only 
that. Plastic Valuation does not merely copy 
expert players’ mental processes, many of which 
are quite imperfect and even wrong, but it is 
a rigorously scientific model for anyone to follow 
and will be of especial benefit to expert players 
themselves, whose subconscious processes, though 
quite logical in most respects, necessarily require 
correction in others. 

Plastic Valuation is the quintessence, the 
philosophy, so to speak, of any expert player’s 
Bridge. 

The writer cannot urge too strongly a careful 
study of this chapter on Plastic Valuation, for it 
will not only show practical results by improv- 
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ing a player's game almost immediately, but is by 
itself a valuable lesson in scientific thinking ap¬ 
plicable to any form of activity. 

THE DISTRIBUTIONAL COUNT AND PLASTIC 
VALUATION 

At the beginning of Chapter II, I stated that 
bidding is mental play and briefly described the 
abstract processes that take place when a player 
considers any hand. 

When the Dummy is put down, a player first 
considers the different kinds of tricks he expects 
to make and the cards he expects to lose, and then 
proceeds to develop them. Similarly^ during 
the biddings the player also considers the various 
kinds of tricks he expects to make and cards he 
expects to lose at a specified bid. And the only 
difference from physical play is that his bidding 
processes of play are mental, abstract—a sort 
of dress rehearsal for the real show that is to 
come. These mental processes in bidding are 
parallel to the processes that take place during 
the play, except that they are based on certain 
logical assumptions as to the cards that partner 
and opponents hold as derived from various bids, 
bidding situations and even the absence of bids 
(negative inferences). Thus, bidding and play 
are two sides of the same medal; both are essen¬ 
tially based on the process of elimination and the 
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count of winners and losers; both deal with 
various kinds of tricks (honor, long-suit and 
short-suit); and both require that two hands be 
combined as one for the single harmonious purpose 
of either the abstract or the actual play.* 

Valuation is the heart and soul of bidding, 
comparable to the ‘‘estimate of the situation” in 
military principles. Without a correct estimate of 
probable winners or losers during the bidding it is 
impossible to reach a partnership agreement for the 
selection of the most worth-while bid. Valuation 
is the count of winners or losers in a player^s own 
hand as well as in the combined hands of the 
partnership. 

Since the early days of Bridge a number of 
different counts or methods of valuation have been 
evolved, but the simplest and the most precise is 

* There is another essential difference between bidding and 
play: the play of hands is always restricted to one final bid, 
but in bidding, before the final bid is selected, there are a 
series of “mental plays” or bids, where, with each new kind of 
bid offered, there is a different combination of trick-taking 
values, the only stable values being honor-tricks. To use a 
military analogy. Bidding is Strategy, a series of planned 
maneuvers to secure the best position (contract); while 
play is the actual battle or tactical execution of the planned 
campaign. To continue this analogy, as in war many battles 
are actually lost before they even begin, so in Bridge many 
hands are irretrievably compromised by inferior bidding 
strategy before a single card is led. Of course, it is also true 
that the best bid in the world “can give only what it*8 got” 
and the best laid plans will crumble if the execution is inferior. 
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the Culbertson 4-5-6 Count for notrump bids 
and the Distributional Count for suit bids. The 
Distributional Count estimates the various win¬ 
ners (honor-, long-suit and ruffing-tricks) accord¬ 
ing to definite, fixed values. The Opening and 
Responding Hands, in turn, count their winners 
and then each partner translates the total into 
as many bids as the hand warrants. There is, 
however, another and radically distinct method 
of valuation, especially for trump bids, which is 
based not on any previously fixed values but on 
the natural process of elimination. It does not 
follow by any means that the Distributional 
Count is inferior. Either one of the two methods, 
if properly used, will bring the same results. 

The Distributional Count is a mathematical 
way of solving the problem of valuation and, like 
most things mathematical, requires for its success 
diabolically rigorous precision. It necessarily 
lacks, however, the elasticity and depth of the 
Plastic, method which, due to its “naturalness,” 
offers greater adaptability to peculiarities of 
individual hands. For this and other reasons 
Plastic Valuation is the expert player’s method of 
evaluating his hands. 

It must be remembered that no expert player, 
regardless of systems, ever makes exclusive use 
of any artificial or mathematical count. He only 
retains the honor-trick table as a quick and ready 
reference for obvious bids, such as Opening suit 
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bids, and for conveying inferences to partner on 
his honor-trick strength. His real method is the 
elimination of losers^ or Plastic Valuation. The 
fact remains that the study and understanding 
of the Distributional Count is an indispensable 
step toward the more complex inferential methods 
of Plastic Valuation. Without any knowledge 
of the Distributional Count, which teaches how 
to count and play the winners, Plastic Valuation 
remains a mystery. But once the Distributional 
Count is so thoroughly assimilated that it runs, 
so to speak, in a Bridge player’s blood, it should 
be supplemented and eventually superseded by 
the more subtle and flexible Culbertson method 
of Plastic Valuation for experts. In this sense 
the Distributional Count may be compared to a 
temporary wooden structure designed eventually 
to give place to a more practical and permanent 
structure of finely carved stone. 

WHAT IS PLASTIC VALUATION? 

Plastic Valuation is the name given to a series 
of logical inferences which fall into three successive 
steps y as follows: 

First Step,— A player counts the losers and win-- 
ners of each suit in his own hand. 

Second Step.— A player visualizes {paints a 
mental picture of) his partners hand on the basis 
of minimum strength and distribution as shown by 
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partners bids. If partner has not bid the mental 
picture is based on assumed averages. 

Third Step.— A player eliminates^ within each 
suity some of the originally assumed losers of his hand 
by adding the values inferred from partner*s bidsy 
creating thereby a new composite picture made up 
fro?n the known or assumed elements of the two 
hands. The total of sure and probable losers of 
this new hnaginary hand determines the selection 
and the margin of safety of the contract. During 
these processes of visualizationy the 'Imaginary** 
hand undergoes further transformation under the 
influence of values shown or denied by opponents,'^ 

Perhaps a good analogy of Plastic Valuation 
would be to compare it with the mental processes 
of a scientist or a detective. Partner's bids or 
passes are clues that help you to visualize or 
mentally picture his hand as a whole. If partner 
has previously passed, or has not yet bid, you 
then mathematically assume a certain reasonable 
share of possible winners in his hand, and these 
you temporarily add to your own hand; this 
assumption, like the hypothesis of a scientist, 
may be instantly invalidated when partner's or 
opponents' bids disclose some new information. 
If partner makes a bid, the minimum honor, 

* It is a most remarkable fact that a very similar process 
underlies the subconscious creation of dreams except that in 
dreams the composite picture is made up of apparently un¬ 
related subjects. 
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trump or other values that must be present in his 
hand to justify that bid are added to those in 
your own hand, and, as the bidding develops, the 
gaping holes of the losers of your own hand are 
gradually filled in from partner’s and opponents’ 
contributions. 

In this manner a composite picture consisting 
of thirteen cards is gradually filled in from the 
original twenty-six cards of the partnership—a 
beautiful intellectual process when done by an 
expert, each deft stroke of the brush being a 
logical inference. Obviously, Plastic Valuation 
requires a thorough knowledge of the minimums 
held by both partners, for if responses are blurred 
and inferences are illogical the picture will be 
correspondingly distorted. 

DO YOU COUNT WINNERS OR LOSERS? 

The first important question to decide in Plastic 
Valuation is whether a player should count his 
winners or his losers. Some players determine 
their losers by counting the winners and deducting 
them from 13; others prefer to deduct the losers 
and thus determine the winners. Mathematically 
the result is the same either way, but from the 
standpoint of facility in mental processes there is 
a tremendous difference. It is a fundamental law 
of the human mind that it naturally tends to take 
short cuts, rebelling against twisted “uphill” 
thought processes. As a rule, the winners should 
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be counted with notrump bids; and the losers 
should be counted with trump bids, especially 
when the hand is of unbalanced distribution. 
Whenever partner’s and opponents’ bidding 
enables the player to “place” suit lengths and key 
cards, counting the losers will prove to be the 
shortest cut. 

With a hand such as 

1. ♦AQ2 7A873 0K94 4bA10 9 

counting the losers is a long and laborious process. 
Here the losers are fluid and indefinite, while the 
winners in the shape of Aces, Kings and Queens 
stand out in bold relief. However, when valuing 
the hand, say, in support of partner’s spade bid 
with a hand such as 

2. 4K 10 982 77 oak 10 76 462 

to count the total winners rather than the losers 
would be like putting the cart before the horse. 
The losers are few and quite definite, and there¬ 
fore easier to count. The five-card spade suit has 
probably no loser, the diamond suit has at the 
most 1 loser, and 1 of the 3 losers in hearts 
and clubs is “covered” by an Ace or King-Queen 
in either suit—the minimum outside strength that 
justifies an Opening bid of one spade. With 3 
losers at the most, the combined hands are worth 
10 tricks. Hence a Raise to four spades is cor¬ 
rect. The same result is obtained by the use of 
the Distributional Count. The hand counts 2 
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winners in spades, 2 winners in hearts, 3 winners 
in diamonds and none in clubs—a total of 7 
winners, which justifies a Raise to four spades 
and, if required, a possible Raise to five spades. 

It is true that in the Distributional Count only 
the winners are counted in any hand. All such 
winners, however, are based on “quick” fixed 
values, and the count becomes therefore prac¬ 
tically automatic. Plastic Valuation, on the 
contrary, is very largely based on the count and 
subsequent elimination of losers through logical 
inferences. To hands in which the losers are too 
numerous or indefinite for this method, Plastic 
Valuation is difficult to apply. This is especially 
true with Opening suit bids of one on hands 
distributed 4-4-3-2 or 4-3-3-3 until partner or 
opponents have spoken. But the more “body” 
there is to the hand the more effective Plastic 
Valuation becomes. 

Plastic valuation of a suit. Count every missing 
Ace, -King and Queen, and sometimes a missing 
Knave, in each long suit, as a loser; the balance 
of cards remaining are winners. The probability 
of “dropping” a Queen or a Knave on the lead 
of an Ace or a King increases in proportion to the 
length of the suit, but in counting the losers of the 
trump suit assume unfavorable distribution when 
vulnerable and average (favorable) distribution 
when not vulnerable. Trumps that will win 
tricks regardless of the distribution of the re- 
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maining cards of the suit are called sure winners. 
Trumps which will win tricks only if the distribu¬ 
tion is average are held in reserve as possible 
losers until further information is available. Any 
honor combination that depends on a finesse 
should also be temporarily considered as con¬ 
taining possible losers. The “probable losers*^ 
or the “probable winners^ are, for all practical 
purposes, equivalent. Two such possible losers 
equal a reasonably sure winner. 

The next step is to match up one's own suit 
with the Jragnieuts of the same suit held by 
partner and opponents, as disclosed by his and 
their bids. If I hold, say, 4^ A K 7 4 3 and my 
partner raises my spade bid to two spades my 
mental picture will be something like this 

4AK743 + 4 10 865 or -f4Q86 

Originally my judgment of the value of my spade 
suit was temporarily suspended. I had 3 re¬ 
motely possible losers, 2 possible and 1 probable 
loser. Now the picture of my spade suit is more 
definite. Of one thing I am already reasonably 
certain; I have at the most 1 spade loser, for I 
refuse to entertain seriously the possibility of five 
spades headed by Knave-Ten held adversely,unless, 
of course, the pattern oj my entire hand is something 
like 5-5-3-0, in which case, according to the Cul¬ 
bertson Law of Symmetry, I shoulda distri¬ 
bution 5-5-3-0 or 5-4-4-0 of the spade suit. 
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If partner keeps on raising my spades, the suit 
now looks like 5 solid tricks. If, however, partner 
denies my spade bid by offering some other suit 
bid, the suit now shrinks to something like 
4^ A K 7 ? ? which, incidentally, strangely re¬ 
minds me of a dog with its tail cut off. 

In this manner the player proceeds to match up 
each of his long and short suits with the frag¬ 
ments of the same suits held by partner with 
the object of locating definite losers and winners. 

RECONSTRUCTION OF THE COMPOSITE HAND 

The total number of probable losers in all suits 
deducted from 13 determines the strength of the 
hand. Depending on partner's responses, some 
of the assumed losers will become winners and 
others will become definite losers, while still 
others must remain doubtful. As the bidding 
unfolds, the strength or the weakness of the com¬ 
bined partnership hands is determined more and 
more accurately. At each step of bidding partner 
and opponents bring in additional positive and 
negative inferences which modify the status of 
each suit, and consequently the total valuation 
of the hand. The number of losers, which at the 
beginning of the bidding might be considerable, 
is thus narrowed down to final definite losers. 
Here again the law of economy in human thought 
processes is the basis of the process of eliminating 
losers. A Bridge hand with its confusing array 
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of honor combinations, singletons, doubletons 
and long suits is a chaos of contradictions to any 
mind, however keen. In order to grasp it clearly, 
the player must reduce the problem to smaller 
proportions and a more orderly sequence. * Hence, 
the necessity of determining, first, the total num¬ 
ber of losers or, as the case may be, of winners in 
each suit and then in the hand. 

The mind now grapples with, say, 6 possible 
losers instead of the original 13 cards. The next 
problem is how to turn as many as possible of 
these G losers into winners. Once more you match 
each suit against partner’s, like a captain who 
carefully reviews each individual soldier of his 
company. Only in this manner does it become 
possible to perform the complex mental operation 
of creating a composite hand. 

Let us say you have bid, vulnerable, one spade 
holding; 

♦ AQ432 7Q2 0KQ4 ♦ J 10 2 

Let us also say that the opponents pass, but your 
partner makes a series of bids. According to 

* To find a valuable pin, lost on the floor of a large room, 
is an easy task provided that, instead of reeling around the 
room in circles, the searcher subdivides the floor into a num¬ 
ber of squares and investigates each square separately, 
thereby focusing the maximum of attention upon the 
minimum of space—a process similar to the elimination of 
losers in a Bridge hand. 
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each kind of bid, you add to your own hand the 
inferred values from partner so that at each stage 
of the bidding the mental picture changes. The 
examples below show graphically and scientifically 
the mental processes of a master player and the 
plastic but profound transformations of the same 
hand. The reader is urged to study the examples 
carefully, for they illustrate a key-process that 
takes place at every stage of bidding and play.* 
The figures or honors in bold type indicate trick 
values or their equivalent inferred from partner’s 
bids. One may assume, say, <} A, but partner 
may actually hold d|b K Q. Such values are 
equivalent. 

1 . Your partner responds to your one spade with 
one notru7np. You should therefore assume not 
more than three small spades, and possibly only 
two. Your five-card spade suit will accordingly 
shrink. He has no biddable suit and therefore has 
either a 4-4-3-2 or a 4-3-3-3 distribution of the 
hand. In honors he has probably not more than 2 
honor-tricks—otherwise he would have bid more 

* In his forthcoming “Ready Guide to Leads and Plays** and 
master work entitled “Red Book of Leads and Plays,** Mr. 
Culbertson scientifically analyzes for the first time the suc¬ 
cessive mental steps that underlie the all-important making 
of a definite plan when playing the Dummy or in defense. 
The chief reason so many players really do not know how to 
play their hands in spite of years of experience is that their 
mental steps, instead of being in a natural, logical order, are 
topsy-turvy, resulting in a crippled style of play.— Editor^s Note, 
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than one notrump. He may have as little as an 
Ace and a Queen—otherwise he. would have 
passed. 

In order to avoid unnecessary penalties, it 
is important to assume in partner’s hand, as a 
rule, a reasonable minimum rather than a maxi¬ 
mum, especially when vulnerable. Last but not 
least, in weighing partner’s hand on the delicate 
balance of inferences there is the factor of psy¬ 
chology always to be considered. W'ho is my 
partner? If he is a conservative type his one 
notrump will show a fat V /2 honor-tricks as his 
minimum. If he is a weak player his minimum 
will vary from at least 2 to 2 V 2 honor-tricks. 
While some conservative players are quite good, 
all weak players are over-conservative. Just as 
to an unpracticed eye the face of any horse looks 
exactly like another, to a weak player any hand not 
richly studded with honors is “nothing,” He 
fails to realize that there are fifty different kinds 
of “nothings,” and he has not learned the art 
of visualizing partner’s possible great strength— 
an art which is just as difficult in a Bridge partner¬ 
ship as in life. If the partner is an erratic player 
(the worst type of player, who thinks he knows 
it all and, therefore, takes immediate and, usually, 
disastrous command of the entire situation) his 
minimum will range from cold zero to V 2 trick; 
holding more he will naturally fear that his 
partner’s inborn stupidity may get him into 
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trouble and bid higher himself or even pass, de¬ 
pending on his mood. An erratic player has a 
stubborn little system all his own and it must 
be studied. Partner’s responses must always be 
delicately attuned to any player’s temperamental 
and technical make-up. 

These and many other considerations underlie 
your plastic valuations of partner’s one notrump 
response to your bid of one spade. The effect 
of those inferences on your composite picture 
of the combined hands, when you fit your part-# 
ner’s holding into yours, is graphically shown 
below. Suppose that your hand is as follows 
(you bid one spade); 

♦ AQ43 2 7Q2 0KQ4 ♦ J 10 2 

Your partner responds with one notrump, 
showing that he has at least an Ace and a Queen, 
let us say, but no Raise in spades. You now 
visualize a composite hand like this, your spades 
having dwindled in value: 

4AQ432 OAKQ 40110’^ 

2. Your partner responds to your one spade bid 
with a Raise to two spades. His minimum will 
be something like this: 

♦ J 8 7 5 7 843 0 53 4K976 

The plastic composite hand you now visualize 
is something like this: 


Bold letters and figures Indicate assumed values. 
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4AQJ87 7Q2 0KQ4 ♦KJlO 

3. Your partner raises your bid of one spade to 
three spades. You visualize (mentally recon¬ 
struct) his hand to justify his double Raise as 
something like this: 

4J 9 8 5 ^A54 0 A2 4K:983 

You have reached this conclusion in the follow¬ 
ing manner. First, as to the distribution of the 
hand, your partner has adequate trump support 
and probably even four trumps to the Knave; 
he may hold three trumps headed by the King: 
his hand distribution would then be 3 (trumps) - 
4-5-1, with four- and five-card lengths too weak 
to mention, all of which is not very likely. He 
may conceivably hold three trumps headed by 
the King with the distribution 3 (trumps)-4-3-3; 
but his bid would then more likely have been 
two notrump and not a Raise to three spades. 
He therefore has four trumps or more (and the 
chances are in favor of his holding at least the 
Knave) and a distribution such as 4 (trumps)-4-3-2 
or 5-4-3-1. The value of your own trump suit 
is immediately increased so that it looks some¬ 
thing like: 

♦ AQ4 3 2+J9 8S or 4 AQ4 3 2+K9 8S 

Now for the honor-tricks. A double Raise 
generally shows about 2V2 honor-tricks. We 
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therefore “give to him** or place in his hand a 
couple of Aces and a King. 

If his Raise is correct, he cannot have a stronger 
hand, for he would then have raised to four 
spades; nor can he have a weaker hand, for he 
would then have raised to only two spades. It 
is true he may have a hand of a totally different 
structure and still have a correct Raise to three 
spades. For instance, he may hold: 

4K 9 8 6 3 0 A62 4 K 9 8 3 

For all practical purposes such alternative com¬ 
binations are equivalent so long as the differences 
remain within the range of 1 trick. In the last 
example the ^ A is absent, but it is advanta¬ 
geously replaced by a singleton heart and a 
stronger trump suit. 

With these and other “clues** the “masked 
stranger** (partner*s hand) is definitely identified 
out of millions of possible hands, and the mystery 
of the best bid is on the way to a satisfactory 
solution. The situation now stands as follows: 

You hold: 

4AQ43 2 7Q2 0KQ4 4110 2 

Your partner probably holds: 

4J 9 8 5 S?A54 0 A2 4K983 

or the equivalent. 

You originally had about 9 losers—at least 2 
in spades, 2 in hearts, 2 in diamonds and 3 in 
clubs. But now some of your losers are elimi- 
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nated or turned into winners through partner’s 
support. And the composite, plastic picture of 
your hand is roughly: 

4AQ43 2 + J98 5 7AQ OAKQ ♦KJio 

The number of possible losers is now narrowed 
down to 4, of which at least 1 will become a winner 
through a finesse, end-play or a possibility of 
discarding it on Dummy’s established length in 
a side suit. Hence a bid of four spades is quite 
sound. 

It is important to remember that the same 
plastic process which enables us to determine the 
strength and distribution of partnership hands 
a/so enables us to determine the strength and dis-- 
tribution of opponents' hands. It is a question of 
subtracting the known part from the known 
maximum total. In the foregoing example, we 
can determine precisely the maximum honor 
strength and partly the distribution of opponents’ 
hands. Since 4^AQJ, ^AQ,<>AKQ and 
K J 10 are already ‘‘placed” in partnership 
hands there remain for opponents only the follow¬ 
ing honors: 4^ K, ^ K J, 0 J ♦ A Q. Again, 
since we can account for nine spades in partnership 
hands there remain for the opponents only four 
spades distributed either 2-2, 3-1 or very rarely 
4-0.* To go a step further: if either opponent 

* The Culbertson Law of Symmetry practically excludes 
the 4-0 distribution with certain types of hand configuration 
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holds not more than one or two spades the 
remaining three suits must he accordingly re-¬ 
distributed in the remaining eleven or twelve cards 
of his hand. That means greater proportionate 
lengths, and, as the bidding progresses, it will 
furnish additional clues which frequently enable 
the player to rearrange the honor and distribu¬ 
tional pattern of the opponents' hands. Thus, 
the Culbertson Plastic Principle solves the problem 
of how an expert player can divine and predict, 
frequently at the beginning of the hand, the 
precise length and strength of suits. This 
seeming clairvoyance, which always excites the 
admiration of an average player, is rendered even 
more mysterious because a master player will do 
all in his power to leave no trace behind by his 
bidding and mix up his signals so skillfully that 
the reading of his hand is made difficult for the 
opponents without at the same time confusing 
his partner. 

4. Your partner raises your bid of one spade to 
four spades. Without describing again your 
mental steps, suffice it to say that your visualiza- 


and makes it highly probable with other types. Similarl> 
the distribution 3-1 as against the distribution 2-2 can alsc 
be frequently inferred from the type of hand patterns. Th« 
Law of Symmetry belongs to the scientific study of super- 
Bridge, and the author is preparing a special book on that 
fascinating and mysterious subject. 
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tion of his hand is something like one of the 
following: 

1. 41875 7A54 <C>A7 ♦KQ83“ 

2. 4K9875 74 0A76 ♦KQSS 

The first example is stronger in honor-tricks (3+) 
but the other example compensates for its meager 
2^/2 honor-tricks by a far better distribution of 
both the trump suit and the hand. Your plas¬ 
tically combined hand now reads something like 
this: 

4AQ4J2+J87S 7AQ OAKQ ♦KQJ 
or 

4|fcAQ432+K987S 7Q OAKQ ♦KQJlO 

In the first example the Raiser is “placed^' with 
3“f“ honor-tricks. This is about the maximum he 
should have, for, if he held S ^/2 or more honor- 
tricks, his better bid would have been a Forcing 
Takeout of, say, three clubs, following which he 
could show his spade support by a Raise. Had 
such bidding taken place it could have been justi¬ 
fied only with at least an added 4 K in Example 
1. In that event our first Composite hand 
accounts for every possible loser but 1 heart 
and 1 club—putting us in the Slam zone. Depend¬ 
ing on the bidding subsequent to the Forcing 
Takeout the partnership may satisfactorily ac¬ 
count either for the ^ K or djb A or both and, 
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having further eliminated one or two more losers, 
arrive at a successful Small or Grand Slam bid. 

There are still other intellectual clues or in¬ 
ferences which put the finishing touches on this 
fascinating creative process of plastic elimination 
and thus turn every well-bid hand into a thrilling 
victory of the mind over the dark unknown. For 
instance, there is the important factor of op¬ 
ponents’ bidding, which radically modifies the 
“placing” of honors and suit lengths in partnership 
and opponents’ hands. Even before the cards 
can be properly “placed” it is necess^^'y to solve 
the difficult problem of whether the opponents’ 
bids meant what they said: Were they sincere, 
profound, bluffing or ignorant and how much so? 
It is the true meavSure of a scientific player to 
suspend judgment and not to grab red-hot bricks 
simply because they look cool. 

One of the main reasons that so many intelli¬ 
gent, experienced players find themselves at a 
dead standstill, in spite of their efforts to learn, 
is simply because their underlying mental processes 
are not in their natural sequence. They are 
somewhat like Golf players who have subcon¬ 
sciously acquired atrocious form or violinists 
whose bows are not set quite properly.* 

The principle of the natural and proper co¬ 
ordination of muscles finds its counterpart in the 

* As will be apparent in the author’s forthcoming **Red 
Book of Leads and Plays,” the principal reason there are 
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principle of the natural and proper coordination 
of thought processes—in other words, funda¬ 
mentally it is a question of the right System or, 
if you like, style. 

In conclusion, the entire scheme of learning how 
to bid expertly is thus reduced to two simple steps: 
a player learns the underlying mental processes 
and, through Plastic Valuation, how to visualize 
and combine partnership hands. At the same 
time a player must acquire a working knowledge 
of the logical minimums and maximums in winners 
and losers conveyed through partnership bids and 
failures to bid. 

The following story of what I believe to be the 
greatest pass in Bridge history vividly illustrates 
the mechanism of Plastic Valuation. It is a re¬ 
markable example of the marvelous precision of 
thought involved in the process of elimination 
when used by a master player. 

THE GREATEST PASS IN BRIDGE HISTORY 

This is a tale of how a masterful mind can 
reconstruct from a single bid his partner's entire 


relatively few masterful Dummy and Defensive players in 
this country lies in the fact that the successive steps which go 
into the vastly important making of a “plan of play“ 
have been learned either in a wrong and illogical sequence 
or omitted altogether, leading as a result to top-heavy, com¬ 
plicated thinking. 
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hand with such uncanny precision that out of 
millions of possible hands this is the only hand 
that partner could hold, assuming that his bid 
is correct. 

The bidding and the hand actually occurred 
(with slight modifications) in the first Anglo- 
American Match, in which the United States 
team-of-four, captained by the writer, played 
against two selected English teams. 

The master mind was my favorite man partner, 
Theodore A. Lightner. One bid made by me 
was the only clue that led him to a series of 
brilliant inferences and eventually culminated in 
the reconstruction of my entire hand. The bid¬ 
ding was: 

Both sides vulnerable 
Opponents do not bid 

Mr. Lightner (Dealer) 

1 ♦ 

Pass 111 

Mr. Lightner held: 

4AKQJ52 0KQ2 ♦ K J 10 

A five heart bid is a mighty urgent invitation to 
bid a Slam—practically a royal command, in 
fact. Is there a hero on the face of this earth 
who would have declined to bid six hearts? 
Especially when it is remembered that 3 honor- 
tricks is the minimunr I had a logical right to 


The Author 
5 7 ! 
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expect in Mr. Lightner’s hand, and that he 
actually held 4 honor-tricks, not to count his 
solid spade suit. Obviously only a beginner or a 
master mind could have passed with such a hand! 
My five heart bid involved no special conven¬ 
tion—in fact, such a bidding situation had never 
before occurred in our partnership game—but I 
trusted that my partner (and there is only one 
other in the world whom I could have trusted as 
much) would rise to the unusual occasion and 
reason the hand out. This is how he did it: 

Step One: Why this startling five heart bid? 
Was there another and a more scientific bid? 
Decidedly yes! A Forcing Takeout of three 
hearts would guarantee that the bidding be kept 
open and at the same time it would offer the 
tremendous advantage of securing, while the 
bidding was still low, added information from my 
(Lightner's) responses. (See Forcing Takeouts.) 

Step Two: This fellow Culbertson either has 
gone temporarily insane or has something star¬ 
tlingly unusual up his sleeve and is trying to signal 
and warn me. Why didn't he make a Forcing 
three heart bid? 

Step Three: The only reason is that he does 
not have at least 3 V 2 honor-tricks, and, since he 
bid only five hearts, he obviously feared to mislead 
me into contracting for a losing Slam bid. There¬ 
fore, he has no outside trick. 

Step Four: A five heart bid strongly invites 
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partner to bid six. Culbertson therefore prac¬ 
tically guarantees 11 tricks /or combined hands. 
It would be ridiculous to invite me (Lightner) to 
bid six and not even be able to guarantee a five 
contract should I decline the invitation. In 
order to guarantee 11 tricks (five-odd) for the 
combined hands, Culbertson cannot expect more 
than 2 sure winners in my hand. It is true that I 
should have 2V2 honor-tricks, but the third trick 
is merely a probability and not a reasonable 
certainty. Therefore, Culbertson has at least 
9 tricks—9 sure winners in his hand. 

Step Five: If Culbertson guarantees 9 tricks 
and at the same time has ?io outside trick he can 
have nothing else than 

♦ ? ^AKQ876543 0? ♦? 

He cannot hold 

♦ ? TKQ 10 8765432 0? 

because a Slam invitation without an Ace is quite 
risky. 

The climax is now reached with dramatic sud¬ 
denness and precision. 

Step Six: The next problem is to place the 
remaining four cards. Culbertson must have at 
least one and very probably two spades. With a 
void in partner’s bid suit, it would be highly 
dangerous to invite a Slamo There remain but 
two cards for clubs and diamonds, and here again 
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the inference is strong that Culbertson holds a 
small diamond and a small club. If Culbertson 
held 2-0 he should have bid a direct Slam, for 
then his chances would have been better than even 
for a successful Slam, since opponents are more 
likely to lead a suit of which he has a void. 

It follows that Culbertson's hand when re¬ 
constructed must be: 

463 <^^AKQ10 876 5 4 <>7 4 6 

Step Seven: It follows that at least two out¬ 
standing Aces, in diamonds and clubs, are not only 
held by opponents, but in all probability they 
will win! 

Co}icliision: That was the hand that the author 
actually held. A hand of this type had never 
before occurred in our partnership game, and, 
frankly, I was quite stumped how to bid it. I 
had too many losers for a direct Small Slam bid, 
and had I made a Forcing three heart Takeout 
I would have conveyed to Mr. Lightner the very 
inference that I tried to avoid, to wit: that I 
had some outside strength. I therefore had no 
other way but to “create'* a new bid trusting that 
my brilliant partner would be able to interpret it. 
And that was why Mr. Lightner passed and by so 
doing made the greatest pass in the history of 
Bridge. 

Playing 6. la papa, d la mama a Small Slam bid 
and a penalty of 1 trick were inevitable. 
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The Culbertson System is built essentially from 
the standpoint of master players, and for this 
reason it eschews any purely artificial convention 
or inference that does not have its roots in the 
logic of the bidding situation. Thus, if we assume 
two demi-godswho are strangers playing together 
for the first time, their Plastic Valuation would be 
based on an inexorable logic, and, therefore, not 
a word need be exchanged between them as to 
the “system” of Contract Bridge they play. 
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Chapter VII 
THE LANGUAGE OF BIDS 

After the player sets a value on his hand at 
a given bid his next step is to communicate this 
knowledge to partner in order to select the best 
bid for the combined hands. The difference be¬ 
tween the right and the wrong bid is the difference 
between success and disaster. At all stages of 
bidding the principle of selection of the best bid 
is a paramount issue—and in war is comparable 
to strategical maneuvers for the best position. In 
Contract most battles are won or lost before a 
single card is led according to whether two hands 
are well or badly combined. As a result of the 
imperious necessity to play two hands harmoni¬ 
ously as one, there arose in the old days of Whist 
a beautiful intellectual language of cards by 
means of which partners could legitimately secure 
information from each other by drawing various 
inferences from the fall of cards. Most of this 
language of cards is embodied in Contract play in 
the form of leads, echoes and other signals to 
show honors and distributions.* 


* Many of these leads and plays in current use are archaic 
survivals of Whist and Bridge, wholly unsuited to the require¬ 
ments of modern Contract. The Culbertson System of Leads 
and Plays, embodying the latest research and experiences of 
103 
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Similarly in Partnership Bidding there arises 
the necessity of a specialized language of bids 
also based upon legitimate inferences to show 
honor and distributional values. In the advanced 
Culbertson System these inferences are based, not 
on arbitrary conventions, but on the inner logic of 
adding situations. Because the bidding situations 
are different and because at various stages partner 
bids something (direct inferences) or fails to bid 
something (indirect inferences) a stock of valuable 
information is rapidly accumulated. In skillful 
minds this language of bids becomes a finely spun 
network of inferences thrown across the unknown 
and uniting two partners who, at the start, are in 
the position of two allied armies with communica¬ 
tions cut off. 

THE STRUCTURE OF THE LANGUAGE OF BIDS 

The structure of the language of bids is quite 
simple. In order to combine twenty-six cards for 
the best bid, partners must, as a rule, exchange 
three kinds of information—on the total number of 
tricks in the hand, on the minimum number of 
honor- or defensive tricks and on distribution^ 
favorable or unfavorable to the bid made, of suits 
and hands. These three basic inferences make 
up all the methods and conventions of bidding. 

master players is to be published in the **Ready Guide to Leads 
and Plays" as well as in the writer’s principal work on the 
subject, “Red Book of Leads and Plays." 
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Inferences to show quantity^ or the total of low- 
card and honor-tricks in the hand, are deduced 
by partner from the number of times the hand is 
bid or raised. Such inferences determine the lim¬ 
its of safety in partner’s own bids. 

Inferences to show quality^ or the total of honor- 
tricks in the hand, are deduced from differences in 
bidding situations. The minimum honor-trick 
requirements for Opening bids of one or higher. 
Takeouts (Forcing and non-Forcing), Defensive 
Overcalls, Secondary bids and Doubles enable 
partner to infer the degree of strength held. 

Quality bidding is necessary in order to gauge 
accurately the defensive value of partnership 
hands against opponents’ bids. 

Inferences to show distribution (suit lengths) 
are conveyed by almost any bid but more spe¬ 
cifically with trump Rebids by the Opening Hand 
and with Raises or Takeouts by partner. Even 
an Opening notrump bid carries the indirect 
inference that the Opening Hand has no biddable 
suit. 

These three currents of information are gener¬ 
ally found in a single bid with the emphasis laid 
on quality or distribution according to the special 
kind of bid made. 

For instance, an Opening bid of one spade, 
when logically decoded, tells partner, in a single 
bid, this intricate story: 

(a) the minimum number of playing or win- 
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ning tricks held is between 3 and 4 (quantity); 
and 

(F) at least 2V2 tricks are in honors (quality); 
and 

(r) the minimum length is not less than four 
cards (distribution). 

It tells much more through the silent language 
of indirect inferences, which are so called because 
their premise is not what partner actually does 
but what he fails to do. We can, for instance, 
infer indirectly from the above that the Opening 
Hand does not hold a very powerful hand or 
great trump length, as otherwise he would have 
made either an Opening two- or three-bid. 



Chapter VIII 
THE OPENING HAND 

The player who opens the bidding is the 
Opening Hand, and the first bid is called the 
Opening (original) bid. Except with the purely 
Pre-emptive game bids, all Opening bids guar¬ 
antee a definite minimum of honor or defensive 
strength. Lacking at least a Queen better than 
average honor expectancy^ which is the equivalent 
of 2 V 2 honor-tricks, a player should, as a rule, de¬ 
cline to open the bidding, no matter what the 
composition of his hand. He can enter the bid¬ 
ding later with Secondary bids, having in the 
meantime warned partner. 

The precise number of honor-tricks required as 
well as the minimum strength of the trump suit 
will vary considerably according to whether the 
Opening bid is a bid of one, two, three or four. 

THE THEORY AND PRACTICE OF OPENING SUIT BIDS 
OF ONE 

Opening one-bids in a suit or at notrump 
require and show, as a rulef' at least 2 V 2 honor- 
tricks in two suits, either in the Dealer’s position 
or after one pass (positions of First and Second 
Hand), and 3 honor-tricks in two suits after 


See page 116. 
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two or three passes (positions of Third* and 
Fourth Hand). 

It follows that a hand such as 

♦ AK98 7 10 962 OK 10 7 412 

is a fair Opening bid of one spade First or Second 
Hand, while a hand such as 

4AK8764 7 10 8 0743 454 

is not. 

The reason is to be found in the theory of 
Opening bids of one. A master player’s first 
thought in Bridge is the same as that of a skillful 
commander of troops—that is, defense. The 
first job of a general is to dig a series of trenches 
and to post sentinels, at the same time surrounding 
his army with a far-flung network of cavalry 
feelers. Similarly a Bridge player, before he 
thinks of making a game, thinks finst of saving 
a game, and, before he attempts to score at his 
own bids, plans first to make it difficult for the 
enemy to get together. Take care of your 
losses and your winnings will take care of them-^ 
selves! The ideal defense in Contract is to at¬ 
tack, and the best Defensive bid of all is an 
Opening bid of one. There are then fewer 
rounds left in which the enemy can exchange 
valuable information. Proper leads are shown, 


* See page 110. 
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the opponents are quite hampered in getting to¬ 
gether, and partner has a definite basis for his 
Penalty Doubles or Takeout bids. An adver¬ 
sary is placed more often between the anvil of 
an Opening bid (be it even a minimum) on his 
right and the sledge hammer of possibly great 
strength on his left and, generally, the opponents 
will be more hampered through these guerrilla 
tactics than through passive resistance or ^'laying 
a trap,” which, though good strategy some¬ 
times, will, as a rule, prove to be a naive 
illusion. Master players* ‘'trap bids’* are much 
more subtle than merely passing with good 
hands (at a strong risk of losing a game) in the 
hope that the opponents are too ignorant to 
judge their hands through their own bidding. 

Failure to open the bidding on minimums (that 
is, on hands which are somewhat above the 
average in honors) may, in addition to missing 
games for a partnership, make it too easy 
for the enemy to get together. Furthermore 
it is precisely the “sure thing” type of player 
who is most frequently penalized; his partner, 
not expecting 2 V 2 tricks, will often overbid 
his hand and take a loss, thinking to save a game 
only to find that partner held more than sufficient 
values even to penalize opponents. Had the 
conservative partner bid originally there would 
have been no necessity for a losing overbid. A 
few players and writers plus royaliste que le roi 
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advocate passing even on 3 and 3'/2 honor-trick 
hands in the naive hope of trapping the oppo¬ 
nents—a revival of the innocent early age of 
Bridge when a bidding system was not based on 
a scientific count of partnership hands, but on 
the perplexed frowns of the opponents. One or 
two writers advocate passing originally with 
fairly strong hands (3 to 4 honor-tricks) and 
opening weak (as low as 2 honor-tricks) when in 
the position oj Fourth Hand^ in order to “protect’' 
partner, who may have passed a strong hand. 
This is a flagrant example of the lengths to which a 
routine theorist can be driven in search of some¬ 
thing new. The writer, six years ago, success¬ 
fully combated the then prevailing fallacy 
of rigidly high Opening Third and Fourth Hand 
bids. Now one or two writers have decided to go 
a few steps further and destroy a sound principle 
through sheer reductio ad absurdum. While a 
semi-psychic bid on but 2 to 2 V 2 honor-tricks, or 
with even less if holding a sound trump suit, 
should be made from time to time in the posi¬ 
tion of Third Hand for strategical reasons, the 
Fourth Hand always has the option of passing out 
the deal. To open weak when last to speak is 
as dangerous as for a murderer to loiter on the 
scene of his crime. Even though the Second Hand 
may occasionally pass a fair hand, the chances 
are that the Second Hand is average, and, should 
it be below average and Fourth Hand open weak. 



Ill 


opening Suit Bids of One 

something in the nature of a slaughter of weaklings 
must occur. Furthermore, the Second Hand can¬ 
not judge how weak the Fourth Hand is until the 
bidding becomes fairly high and, if a keen oppo¬ 
nent sitting Third Hand decides to profit by 
the Fourth Hand’s weak bids and also passes with a 
good hand for a trapy the slaughter will then 
assume the proportions of a massacre. The 
fact that one or two master players are in favor of 
a “Fourth Hand Semi-Psychic” is another proof 
that a fine player may win, even in spite of some 
of his idiotic bids, by being brilliant elsewhere. 

An Opening bid must contain not only the factor 
of defense (to block the enemy’s bids) but the 
factor of attack as well—suits of minimum length 
and strength in the event that partnership hands 
disclose a better fit for a game or a Slam. Of the 
two factors, the defense is equally important in 
the Culbertson System, for occasional losses 
suffered through bidding on minimums are more 
than repaid through the cheapest and most 
effective of all Defensive bids—an Opening bid 
of one. 

When vulnerable the hand should contain j* 
honor-tricks: with 4 sure winners only 2^1 < 2 . honor- 
tricks will suffice. In all other respects the 
minimum requirements for Opening bids are not 

* An Opening bid of one notrump, vulnerable, requires 4 
honor-tricks in any position. With a hand containing less, 
some sort of suit bid should be made. 
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affected except in regard to the psychology of 
the partnership and that of the opponents. 

When opponents have a part-score and are not 
vulnerable the Fourth Hand should avoid opening 
on just 3 honor-tricks except with strong trump 
suits. 


WHEN AN OPENING BID MAY BE PASSED 

An opening bid is the best defense. To pass 
when able to open will misinform partner as much 
as to open without minimum honor values. Only 
an occasional freak or bedrock minimum with 
4-.3-.3-3 or 4-4-3-2 distribution would justify a 
pass. With the following bedrock minimums a 
pass could not be criticized because the hand 
lacks ‘‘body’' or intermediates; 

4 AK32 7 954 0 K94 4732 
or 

4 642 7K75 0 A 8 3 2 ♦A94 
A pass in order to mislead opponents is good 
strategy with a freak such as 

44 7QJ 10 7 6 5 OAKQJ98 4 — 

The hand does contain 2 V 2 honor-tricks but there 
is hardly any danger that neither partner nor 
opponents will bid and thus a game be passed 
out. But to pass with: 

4AQ98 77 OAJ106 4KJ94 

is suicidal. For a remote possibility of trapping 
the opponents a likely game is being sacrificed. 
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REQUIREMENTS FOR OPENING TRUMP BIDS OF ONE 

Opening trump bids of one show: 

^Minimum honor strength in the hand: At least 
2 V 2 honor-tricks distributed in two suits. 

Minimum length in the suit: Four cards. 

Minimum honor strength in the suit: 

If the Opening bid of one is made on a four- 
card suit it must ordinarily be headed by IV 2 
honor-tricks, as 

' ■ AQor A J lOor KQIO 

Outside honor strength: First and Second 
Hand, 1 honor-trick; Third and Fourth 
Hand, IV 2 honor-tricks. 

Shaded four-card suits: In order to provide a 
wider range in the bidding, the following suits 
should be regarded as biddable: Aj9x, KQxxor 
Q J 10 X in either majors or minors, and in addi¬ 
tion A J X X and K J x x in minor suits. These 
shaded suits have been found to be quite safe with 
a partner who is not wholly unimaginative, but, 
of course, a shaded biddable suit should not be 
bid when the hand itself is a minimum. The 
weakness of the shaded suit should be safeguarded 
by some added value above the minimum biddable 
strength of the hand. 

If the Opening suit bid of ohe is made on 
a five-card suit^ it can be headed by only V 2 honor- 
trick, as 
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King or Queen-Knave 

Outside honor strength: First and Second 
Hand, 2 honor-tricks; Third and Fourth 
Hand, 2 V 2 honor-tricks. 

Shaded five-card suits: Occasionally a five-card 
suit as weak as Q 10 x x x or even J 10 x x x may 
be bid, especially to avoid opening the bidding 
with one notrump. When a shaded suit is bid, 
the hand must be slightly supplemented with 
strength elsewhere to compensate for the suit 
that is weaker than the established minimum 
honor strength. 

If a six-card suit is bid, it can be headed by any 
card. 

Outside honor strength: First and Second 
Hand, 2 V 2 honor-tricks; Third and Fourth 
Hand, 3 honor-tricks. 

The outside honor strength is always propor¬ 
tionately increased or decreased to make up the 
required total for the hand. 

The use of these minimum biddable trump suits 
is rendered unqualifiedly safe because of the iron¬ 
clad provision that forbids partner to raise 
the Opening Hand’s suit bid of one unless holding 
at least Qj 2 or four low cards of the hid suit. Part¬ 
ner may raise on less than this minimum only 
when the Opening bidder voluntarily rebids his 
trump suit, thereby showing additional strength 
and length in the bid suit. 
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The entire theory of bidding a shaded suit is 
based on the fact that a suit bid is, in general, 
preferable to a notrump, and that two four-card 
lengths of the same suit in combined hands will 
frequently give good results even with lowered 
honor strength. Four-card shaded suits should 
be bid in preference to notrump, even when as 
weak as A 10 3 2 or QJ 3 2 in minors^ particularly 
when a side is vulnerable and lacks 4 honor-tricks 
or when the distribution is 4-4-4-1. A note of 
warning must be sounded. The above shaded 
suits are absolute bedrock minimu7ns^ and to shade 
them even further, as is done by some over enthu¬ 
siastic players, would be not only unsound but 
would defeat its very purpose. Suits, especially 
majors^ such as A 10 3 2, Q J 3 2, or K 10 3 2 are 
already overshaded and should be bid only when 
it is quite clear to partner that the suit so bid is 
even weaker than a shaded suit. 

A shaded suit should always be bid in exactly 
the same manner as a regulation suit except with a 
beginner or an erratic player as partner. 

Sound Opening one-bids: 

First or Second Hand, not vulnerable— 

1. 4AQ72 7J65 OA 10 87 494 

Any position, vulnerable or not vulnerable— 

2. 4AK 10 654 OQ2 4862 

3 . 41CJ 1043 S?A72 0Q9 4^84 

As a rule, when the trump suit is not strong, 
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about V 2 honor-trick in addition is required when 
vulnerable. 

Unsound Opening one-bids: 

1. 4AK 10 9 8* 7985 <> 10 74 +53 

2. 4A 10 653 7854 OA62 484 

3. 4KJ765 7 10 42 OA10 3 4 10 3 

Suicidal Opening one-bids: 

1. 4K109876 7QJ854 0 109 4 — 

Z 4QJ 109876 7 K32 0 54 4*7 

CHOOSING BETWEEN TWO FOUR-CARD SUITS 

In choosing between two four-card biddable 
suits the higher ranking should generally be pre¬ 
ferred, be it even a shaded suit. Holding two 
four-card suits, one should, as a rule, not show 
both suits to partner unless the hand is very 
strong. This avoids conveying to partner mis¬ 
leading information as to the distribution of the 
suits, which partner might otherwise read as 5-4 
and not 4-4. 

BIDDING TWO-SUITERS AND SEMI-TWO-SUITERS 

Inasmuch as the Opening bid already announces 
definite honor strength in the hand the fact that 

* However, a five-card suit headed by A K Q and no outside 
strength may be bid originally in the position of First, 
Second or even Third Hand. 
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one suit is stronger in honors than the other has 
no bearing whatsoever on the choice between 
two suits, provided that both suits are biddable. 
The only consideration is to show precisely the 
distribution of the Opening Hand by distinguish¬ 
ing sharply between two-suiters (5-5, 5-0, etc.) 
and semi-two-suiters (5-4 or 0-4). Therefore: 

1. When two biddable suits are of equal length 

( 5-5 higher ranking suit {spades rank 

higher than hearts^ etc.) should be preferred in open-- 
ing the bidding. 

2. When two suits are distributed 5 - 4 ? or 6 - 4 ^ 
the longer suit should be bid firsts irrespective of 
whether it is a minor or a major or whether the 
longer suit is weaker in honors. 

3. When holding a 6-5 distribution^ the longer 
suit should be bid first unless the five-card suit is a 
strong major and the six-card suit is a weak minor, 

4. When two suits are distributed 7 - 5 , the 
longer suit should always be bid first and^ whenever 
possibley it should be bid twice. 

Only in this manner is it possible to disclose 
exactly the distribution of the Opening Hand and 
thus permit partner to choose safely the best 
trump suit for the combined hands. To illustrate: 

1. With 

4IKJ854 0AKJ10 8 ^7 

the proper bid is one spade. Partner will then 
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as^me at least equal lengths if both suits are 
^entually bid. However, add 0 7 in lieu of 
V 8 and the proper bid would be one diamond 
and not one spade. 

2. With 

4AKJ10 7K5 OKJ 10 54 486 

the proper bid is one diamond. Distribution 
takes precedence over honors. The fact that 
spades are bid secondarily is a warning to partner 
that the suit has probably but four cards or, if it 
has five trumps, is weak in honors. The very fact 
that the bidding is abnormal—that is, the fact 
that a player starts with a lower valued suit and 
bids a higher valued suit later—is a sharp warning 
to partner that his second bid suit has probably 
but four trumps and therefore must not be chosen 
unless partner holds four small or Q 3 2 in trumps. 
The argument sometimes advanced that with this 
method the bidding is apt to be carried too high 
does not hold water. With two-suiters or semi- 
two-suiters it is vital to give partner precise in¬ 
formation on lengths; a trick more or less when 
below a game contract is of secondary impor¬ 
tance.* Besides, the Opening Hand would not 
force partner to choose a higher contract unless 
he were fully prepared for it. 

3. With 

4AJ10 3 753 OAKJ10 76 47 

* The situation is somewhat different when overcalling 
an opponents Opening bid of one. Here a saving of the extra 
round of bidding is often important, and the player therefore 
should manipulate his bids on two-suiters in such a manner as 
to offer a preference to partner without increasing the contr^ict. 
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diamonds are bid tivicey whenever feasible, and 
then are followed up by spades. Partner will read 
a 6-4 distribution and revert to diamonds even 
with two low spades and a singleton diamond. 
With a 7-4 distribution the four-card suit should 
not be mentioned unless the seven-card suit has 
been bid at least three times, 

4. With 

♦ AQJ73 7AJ 10 8 5 4 <>7 48 

the proper bid is one heart. The disadvantages 
of temporarily indicating to partner a four-card 
rather than a five-card spade suit are more than 
counterbalanced by the necessity of being assured 
that, with a freak of this type, the combined hands 
will play at the longest trump holding. 

5. However, with 

4AKQ73 ^7 <C>3 4K 10 8742 

the proper bid is one spade rather than one club. 
Here the balance of honors is so overwhelmingly 
on the side of the spade suit that, coupled with the 
fact that clubs are a minor suit, the advantages of 
starting with a spade suit counterbalance the dis¬ 
advantages. 

Frequently, an occasion will arise when a player 
can cleverly show a five-card major suit even 
though his first bid was a minor. For instance. 


South 

North 

!♦ 


14 

2NT 

34 ! 



South deliberately shuts out a preference by not 
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bidding three clubs—a clear inference that he really 
prefers to play at spades and has therefore a five- 
card suit. 


The Approach Principle 

CHOOSING BETWEEN OPENING TRUMP AND 
NOTRUMI* BIDS 

In most deals the Opening Hand offers a choice 
between some suit as trump and a notrump. The 
Approach principle provides that: 

Whenever a hand contains a biddable suif^ {be it 
even a four-card minor) the suit should^ as a rule^ be 
preferred to notrump in opening the biddings and^ 
usually^ in responding to an Opening bid. 

The Approach principle applies irrespective of 
whether the hand contains a singleton or an un¬ 
protected two- or three-card suit and irrespective 
of whether it be the Opening or the Responding 
Hand. Failure to make use of the Approach 
principle accounts for considerable losses even 
with advanced players. 

With suit bids higher than one or with Opening 
notrump bids of one the bidding mounts up very 
rapidly and becomes crowded so that much 
valuable partnership information is usually shut 
out. For this reason the most advantageous 

* See discussion of shaded suits, pages 113-115. 
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Opening bid in Contract is a one-bid or response 
in a suit; higher bids are resorted to only when 
the trump suit is practically solid (a Pre-emptive 
bid is in order); or the hand is so powerful that 
a one-bid may easily be passed by partner (an 
Opening two-bid in a suit is advisable). The 
same Approach (One Over One) principle applies 
when responding to Opening suit bids of one. 

The Responding Hand should not only prefer a suit 
response (be it even a four-card shaded biddable 
suit) but whenever possible he should endeavor to 
keep his responses within the range of one-bids, 

A Jump suit response (Forcing Takeout) should 
be made only with hands of great strength 
containing a minimum of 3V 2 honor-tricks. (See 
Chapter XII on “The One Over One.’*) 

As a matter of fact, more than ninety percent 
of all Opening bids in Contract are one-bids in a 
suit, based on honor strength varying from 2 V 2 
to 5 honor-tricks. 

The success of the Approach principle is predi¬ 
cated upon the corollary of the negative one no- 
trump response, which gives the Opening Hand 
another opportunity to bid. Only a very weak 
hand, one containing less than an Ace plus a 
Queen or no fit for partner’s suit, would justify a 
pass by partner. Under all other conditions the 
Responding Hand should take out with some 
other suit, raise or bid a negative notrump. 
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THE THEORY OF THE APPROACH PRINCIPLE* 

Even in the early days of Bridge a few experts 
occasionally attempted to make isolated use of a 
four-card suit headed by A K, mainly to show a 
lead or 2 ‘'quick*' tricks. These attempts were 
not generally successful because the then current 
methods of Assists and Denials were based en¬ 
tirely on a minimum five-card length. In 1924 
the writer's new principles and their practical 
methods were published for the first time by R. F. 
Foster, Wilbur C. Whitehead and others. 

New four-card suit bids, in order to be success¬ 
ful, made necessary a radically new basis for 
trump Assists and Denials. As a result, in the 
Approach System three small trumps or a Q x 
were no longer considered “positive or normal 
support” for partner's Opening suit bids. Take¬ 
out and Denial bids became much more fre¬ 
quent, while the minimum trump requirements 
for an original Raise were shifted to three trumps 

* The Approach principle is a logical chain of bidding 
methods of which modern four-card suit bids are but a part. 
In adopting the rule eliminating trump Raises on less than 
Q 3 2 and in giving decided preference to Opening suit bids 
(however weak) rather than notrump, the underlying thought 
is to increase the number of possible game bids and at the 
same time make such bidding safe. Originated and named 
by the author, the Approach principle has in many respects 
revolutionized Auction and Contract bidding and forms the 
basis of his Approach System of Auction, later being incor¬ 
porated in his Approach-Forcing System of Contract. 
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headed by a Queen, or four small. These height¬ 
ened requirements for trump support in the 
Responding Hand permitted the introduction in 
the Opening Hand of a new series of four-card 
major and minor suit bids with lowered require¬ 
ments such as A Q X X, A J 10 x and K Q 10 x, 
which until then were unheard of. 

A great number of new game-going and game¬ 
saving bids were thus discovered, but it soon be¬ 
came apparent that an Opening notrump bid, as 
a rule, shut out the four-card or weak five-card 
suit bids and thus eliminated many games and 
more precise information on distribution. The 
next logical step was to develop the Approach 
principle according to which a decided preference 
should be given to bidding originally minor suits, 
weak five-card suits and all biddable major four- 
card suits so as not to eliminate thein by an Opening 
notrump. The bidding and playing range was 
considerably increased by innumerable hands 
which make game (or save points) at some four- 
card suit bid, for instance, but not at notrump. 
But in order not to diminish the range of hands 
which make game at notrump and fail at suit 
bids it became necessary also to 7nodify the prevalent 
Takeout and Denial bids in the Responding Hand, 
Hence the rise of the “negative*’ one notrump— 
which merely shows an average hand (about IV 2 
honor-tricks)—the object being to keep the bid¬ 
ding open at a low stage in the event that partner 
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prefers a notrump or has still another bid to offer. 
Bidding to show distribution has largely replaced 
bidding to show “quick-trick'* strength only. 
Corresponding to the requirement of opening 
low with suit bids of one, the Responding Hand 
must also respond whenever possible with low suit 
bids of one. Hence the development of Approach 
Responses^ or, as some writers confusingly call 
this principle, the One Over One. 

THE FALLACY OF “nOTRUMP COMES FIRST*’ 

The Approach principle broke up the petrified 
crust of Auction and Contract methods which, 
though based on wrong fundamentals, were (and 
still are) widely used by players and writers whose 
main idea of Contract consists of a series of bull 
rushes with “smashing” notrumps. Attempts by 
“die-hards” to revive the old fallacy are being 
made even now under the guise of the so-called 
strong original notrump. 

That the Approach principle is sound because it 
gains an enormous amount of points for its users, 
as compared with the old-fashioned “notrump-is- 
cheapest” method, is proved by the fact that prac¬ 
tically all leading players at once adopted it, and 
it is incorporated together with the Forcing prin¬ 
ciple in all systems despite years of habit and the 
profound readjustments required in Opening bids, 
Assists and Denials or Takeouts. 

In the choice of first bids the notrump comes 
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lasty ceding the precedence even to a four-card 
minor. 

Even with a hand such as 

4AQ32 7AJ6 OK 10 4 ♦KJ4 

an Opening one spade bid is far more scientific 
than an Opening one notrump bid, in spite of the 
fact that the hand is distributed 4-3-3-3 and that 
every suit is in a tenace position. The writer, 
several years ago, laid down as a fundamental 
principle that the hand pattern 4-3-3-3, due to ab¬ 
sence of ruffs and playable lengths, is a lesser evil 
at notrump (where but 9 tricks are required for 
game) than at suit bids. Others jumped to the 
fallacious conclusion that all 4-3-3-3 hands should 
be played at notrump. As a matter of fact, if 
partner's hand is distributed, for instance, 4-4-4-1 
or 5-4-3-1, a trump bid, especially in a major, is still 
to be preferred to notrump. An original notrump 
bid with 

4AQ3 2 ^AJ6 OK 10 4 ♦KJIO 

may easily find in partner’s hand something like 

♦ J 10 54 7 10 953 07 ♦Q9 84 
or 

4 9 8 7 6 4 7Q842 0 6 ♦Q76 

With either Dummy a likely game in spades is 
shut out by an original notrump, not to mention 
that the notrump may even be penalized. An 
original spade bid in no way shuts out hands 
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which favor the notrump bid since partner still 
has the option of responding with one notrump. 

It is naively argued by some authors that the 
advantage of having an Opening lead come ‘‘up 
to** a hand which has strong tenace combina¬ 
tions, is definitely in favor of an Opening strong 
notrump. Various writers have advanced this 
argument for the past twenty-five years, and they 
have repeatedly and almost as quickly abandoned 
it. It belongs to the archaic, discarded rubbish 
of Bridgiana together with such ^‘axioms** as 
“Lead through strength and up to weakness** 
or “When in doubt lead trumps.** To base a 
system of bidding on the first adverse lead is 
palpably absurd and is equivalent to shooting 
rabbits with Big Berthas. In the first place, 
most of the tenace combinations are not confined 
to the Declarer*s own hand but continue into the 
Dummy*s hand as well. In such situations a 
trick is gained or lost practically as often regard¬ 
less of whether the “strong** or the “weak^* 
hand is exposed. 

It is entirely a matter of the position (right or 
left) of the outstanding higher honors and the 
combination of the cards of the same suit in parU 
nership hands. For instance, if the Declarer 
holds K J X of a suit, a lead on his left from 
Q X X X X is a distinct disadvantage if partner of the 
leader holds A x. In fact, with many tenace po¬ 
sitions it is far more advantageous to conceal the 
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Queens, the Knaves and the Tens in the weaker 
hand and have opponents lead up to them and 
through tenace combinations. With a combina¬ 
tion like A Q X in the Dummy’s hand and 10 x x 
in the Declarer’s hand, a lead at notrump from the 
player sitting before the A Q x and who holds 
K J 9 X X gains a trick. It is true that holding 
an A Q, for instance, a Declarer may secure a lead 
from the opponent on his left and thus make an 
extra trick, and it is conceivable that such a trick 
may be an important one. Hands occur in which 
the matter of a lead is an important consideration, 
other factors being equal. But to erect such an 
incidental occurrence into a system of bidding is 
typical of the Bridge fetishism advanced by 
routine theorists. Application of such a theory 
will cost gullible players millions of points. 

One author quite seriously advocates starting 
the bidding with one notrump on the following 
hand; 


♦ AKJ87 S?AJ 0KJ4 4Q10S 

He bravely states, ‘If I have a protected strong 
hand with tenaces, or with suits headed by a King 
or a Queen which should be played up to on the 
Opening lead, I prefer to bid this hand originally 
at notrump even though it may contain a highly 
biddable suit.” I venture to suggest that the 
author really prefers to bid this and other hands 
at notrump simply because he likes to play the 
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hands himself. Considering that practically every 
strong hand will have ‘^‘tenaces or suits headed by a 
King or a Queen” it really amounts to total ex¬ 
clusion of original suit bids on all strong hands 
which contain no worthless singleton or double¬ 
ton. By this method of bidding, two super-ex¬ 
perts will certainly miss more games and get into 
more trouble through misunderstandings than two 
rank beginners ever will.* 

The reason is that the worst way of bidding a 
strong hand in Contract Bridge is by starting with 

* The same author advocates an original two notrump bid 
on the following hand: 

'♦AKQ5 ^AKQ3 OAKQJ 48 

His argument is that if he plays it at a suit he will be forced to 
trump the second round of clubs. This is a very old fallacy, 
which has held up the development of four-card suit bids 
during twenty years. The fallacy is that, if Dummy has four 
trumps, the Declarer, far from fearing to have his own trump 
suit shortened by trumping, actually welcomes it. This is 
especially true of very strong hands when the opponents 
are unable, as a rule, to force the trump suit more than once 
or twice. A distribution can be artificially set up that would 
wreck even the foregoing gigantic hand—at any contract. 
The fact remains that probabilities are overwhelmingly in 
favor of a method of bidding which, without risking a pass 
from partner, offers to him a choice of four bids for game or 
likely Slam, as against a method of bidding which not only 
shuts out the three suit bids but even loses a game at notrump 
when partner must pass the two notrump bid if holding some¬ 
thing like: 

♦ 432 7864 0532 4110 92 
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a notrump when some suit bid is readily available. 
The notrump may easily be the final bid but 
only on condition of sound distributional back¬ 
ground. 

The principal disadvantages of an Opening 
strong one notrump are: 

1. It shuts out games or Slams at suit bids 
since such bids will often be suppressed after an 
Opening notrump bid by either partner. With 
a strong hand it is all to the Declarer’s advantage 
to start the bidding low and thus not only ob¬ 
tain the maximum of information from partner 
but also ferret out suit lengths that might other¬ 
wise be concealed by the opponents, who should 
actually be encouraged to bid so that they will 
either be heavily penalized or at least will disclose 
the distribution and the location of key honor cards. 

2. It loses the first and most valuable round of 
bidding. Responses to an Opening suit bid of 
one, especially in a lower ranking suit, can still 
be kept within the range of one-bids; but after an 
Opening one notrump the bidding will crowd 
rapidly, and if the opponents happen to overcall, 
partnership inferences become entirely blurred. 

3. An original notrump, when it ignores a 
major or a minor suit length, fails to convey to 
partner the distributional picture of the hand 
that would be given by a suit bid which greatly 
facilitates the all-important process of Plastic 
Valuation. For instance, an Opening one heart 
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bid definitely places at least four out of thirteen 
cards. Subsequent trump Rebids, suit Raises 
or Takeouts gradually add their bit, until the 
final picture of the combined hands is so scientifi¬ 
cally precise that, frequently, an error of only 
V 2 trick, in game or Slam bids, is possible. With 
the “notrump in preference to a suit'' method 
partner's bidding thereafter becomes quite vague 
and indefinite, leading either to unjustifiable over¬ 
bidding or underbidding. Scientific Slam bidding 
is practically excluded and the problem of when 
to leave in or take out a Penalty Double be¬ 
comes more or less a matter of guesswork. 

4. Last, but not least, the original strong no- 
trump bid, by unnecessarily advertising consider¬ 
able strength, warns opponents and invites them 
not to commit suicide. Penalties, which form 
the principal asset of any expert, become rela¬ 
tively rare.* 


* In a special form of Duplicate Bridge called the Howell 
Board-a-Match Game, the matter of securing large penalties 
becomes secondary. In the Howell Game each hand is scored 
as a separate Match, and it does not matter whether the oppo¬ 
nents are defeated by 10 or by 2000 points. In this respect 
the Howell Game is quite different from rubber Bridge, and, 
in fact, a special type of player known as a Howell Player has 
recently been evolved. One may be a great Howell Game 
champion and weak at a regular Bridge game. Many of the 
so-called One Over One Systems are in reality Howell Sys¬ 
tems. It goes without saying that certain specific methods 
which are adaptable to a Howell Game could not be sue- 
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It would be quite erroneous to draw the con¬ 
clusion that with the Approach system fewer 
notrump bids are used. The contrary is the 
fact. The notrump bids are shifted from their 
dominant position in the Opening bids but 
subsequently are used even more frequently than 
with other systems. The field of notrump 
Takeouts is considerably enlarged and even 
includes hands containing good trump support 
for partner’s suit bids. (See Distribution and 
Higher Strategy.) 

The Forcing bids in Contract form part of the 
Approach principle. They are Approach bids 
made Forcings Approach bids with carefully 
dotted /’s. 

The roots of these principles and new methods 
lie in the writer’s practical and searching analysis 
of the modern theory of Distribution. Once deep- 


cessfully used in rubber games, where the purpose is to 
maneuver for strategical swings in penalties or games and 
where 10 or even 50 points are but a small percentage of 
the rubber. The Culbertson System has been developed 
primarily for expert rubber BridgCy but it is equally well adapted 
to the Howell Game as is proved by the fact that more prizes 
and more championships have been won by its adherents in 
any form of Duplicate than by the followers of all the other 
systems combined. Only a few modifications are required 
to use it in playing the Howell Game. However, the dis¬ 
advantages of an Opening notrump bid when made in prefer¬ 
ence to a suit bid are so great that even in a Howell Game 
the Approach principle should be strictly followed. 
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seated fallacies were removed and new light 
thrown upon the real structure of cards, the sub¬ 
sequent steps became simple because they were 
logical. 

Illustrating the Approach principle: 

With the following hand opposite Dummy No. 1 
an Opening notrump will not score game against 
five clubs to the Ace and ^ K on the left of the 
Declarer, but an Opening one spade will score a 
likely game. 

The Opening Hand 
♦ AQ93 
A J 10 9 
0 K54 
4 K3 


Possible Dummy No, / 
♦ KJ42 
^Q6 
0 A832 
4654 


Possible Dummy No. 2 

♦ 42 
^872 
0 A J32 

♦ AQ74 


The bidding with the same hand opposite 
Dummy No. 2 shows that an Opening spade bid 
does not shut out notrumpy as follows; 


Opening Hand Responding Hand 

1 ♦ 2NT 

, 3^ 3NT 

Partner, with but two small spades, denies 
the suit. Hearts are also shown, and likewise 
denied. 
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With a system of Approach methods, three bids 
nstead of one are offered. 

The Forcing Principle 

The Forcing principle is a logical and necessary 
extension of the Approach principle with the 
added proviso that in certain situations both 
partners are required to keep the bidding un¬ 
conditionally open until the game bid is selected. 

Forcing bids are simply Approach bids where 
the Forcing proviso is something like the emphasis 
given to an italicized word in printing. The 
following hand is a typical Forcing two-bid: 

4AKQ3 ^AJ 10 9 0>K54 4AK 

The reason for Forcing bids is this: the ma¬ 
jority of strong hands contain a choice between 
one or more suit bids and notrump; game (and 
sometimes Slam) is assured provided neither 
partner passes before the most fitting bid is 
selected. 

To illustrate: 

4AKJ6 7AQJ3 0AKQ2 45 

With this hand the selection of a successful game 
(or Slam) bid hinges upon partner’s hand dis¬ 
tribution. Even supposing that partner’s hand is 
a blank the game is practically assured if the 
bidder can find out partner’s longest or next 
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longest suit. The Opening two spade bid will 
eventually force a choice of four bids —spade, 
heart, diamond or notrump. Any other so-called 
“common sense’' method shuts out better bids 
(if a game is contracted for) or risks being left 
in (if a game is not contracted for). 

Again, partner opens with a one club bid and 
you hold: 

4AQ6 5 4 S?AKJ2 0 7 4K84 

The combined strength of the two hands guar¬ 
antees at least a game at some bid, always pro¬ 
vided the best combination is selected. Without 
the Forcing principle the bidding is at best a 
choice of evils: one spade, or any other “normal” 
Takeout, involves the risk that partner may drop 
the bidding, and any direct game bid auto¬ 
matically (and often disastrously) shuts out all 
other bids. Hence the indispensable Jump Take¬ 
out in a new suit—in this instance a bid of two 
spades —which is Forcing to game. 

There are two situations in which strong hands 
contain a choice of bids, as follows: 

{a) When great honor strength is concen¬ 
trated in a single hand; 

{b) When great honor strength is divided 
between the Opening and Responding Hands. 

To meet the former situation the Opening 
(Forcing) two-bid in a suit is used. The two-bid 
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is nothing more nor less than a gigantic Approach 
bid. For the latter situation—by far the most 
important as well as the most common—the 
Forcing suit Takeout is used by either partner. 

In conclusion, Approach-Forcing methods solve 
scientifically the problem of selecting the best 
bid for the combined hands—the paramount 
problem in bidding. This problem is solved by 
an exchange of precise inferences on honors and 
distributional values. The Approach-Forcing 
System includes the follov^ing factors: 

1. Four-card suits headed by A Q, A J 10 or K Q 10 are 
biddable. (See also the discussion of shaded suits, pages 113- 
115.) 

2. As a corollary to these lowered requirements in bid¬ 
dable suits the normal or minimum requirement for the trump 
support is raised to Q 3 2 or four small trumps, providing 
for a safe trump holding in the combined hands. 

3. The method of showing precise distribution with two- 
suiters and semi-two-suiters definitely guarantees taking ad¬ 
vantage of long suits. 

4. Approach or One Over One bids with which a decided 
preference is given to opening or responding with suit bids 
rather than with notrump provide that winning suit bids are 
not shut out by notrump. 

5. The negative one notrump^ as a corollary to Approach 
bids, provides that winning notrump bids are not shut out by 
suit bids and at the same time permits starting the bidding 
low with suit bids of one on a great majority of strong hands. 

6. Distributional notrump Takeout bids, with distribution 
4-3-3-3 or 4-4-3-2 in the Responding Hand, greatly increase 
the scope of winning notrump bids. 
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7. As a corollary to Approach bids, Forcing bids provide 
that very strong hands will be bid to game. 

8. Logical and precise requirements for all Approach- 
Forcing bids and responses, based on the Standard Table 
of Honor-Tricks and Distribution, provide a fascinating and 
enlightening partnership language of inferences. 

It is evident that these and other salient points 
of the Approach-Forcing System form a unified 
and closely knit whole in which each bid and each 
inference has a logical place and in which the 
partnership language is self-understandable largely 
because of the fact that it was developed by the 
writer and his associates in a natural manner from 
the underlying principles of Distribution and the 
Structure of Cards. 

OPENING NOTRUMP BIDS OF ONE 

Lacking a biddable suity a player should bid 
one notrump, provided that his hand contains 
about 3 honor-tricks when not vulnerable, or 
4 honor-tricks when vulnerable, distributed in 
three or more suits. It follows that any Opening 
one notrump bid denies a biddable suit in the 
hand, and it also follows that one notrump not 
vulnerable merely shows fair strength distributed 
4-3-3-3 or 4-4-3-2. When a hand distributed 
4-4-4-! contains no biddable suit but is too strong 
to pass (has about 3 honor-tricks not vulnerable 
or about 4 honor-tricks vulnerable), any non- 
biddable four-card minor suit when headed by an 
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Ace, a King or a Queen is preferable to bidding 
one notriimp. A 4-4-4-1 distribution is a “mon¬ 
ster,” a sign of cancerous growth presaging dis* 
tributional storms in the hands around the table. 
It behooves the player, therefore, to start the 
bidding cautiously with a suit bid of one and thus 
allow some leeway for partner’s responses. 



Chapter IX 


OPENING TWO- AND HIGHER BIDS 

THE OPENING SUIT BID OF TWO (fORCING) 

Hands containing 5 or less honor-tricks will not^ 
as a rulcy score game unless partner holds about / 
honor-trick in addition. Consequently, with hands 
containing 5 or less honor-tricks, a two-bid is a 
losing bid since, if partner holds about 1 honor- 
trick or adequate trumps, he will have some justi¬ 
fiable bid in response to any Opening one-hiAy but, 
if partner holds less than 1 honor-trick, a two- 
bid, when made on 5 or less honor-tricks, forces 
a game response that will probably result in a 
loss. Most 5 honor-trick hands will fail unless 
buttressed by a solid trump suit or other favorable 
distribution. With hands which lack powerful 
trump suits. Opening one-bids, which are ideal 
Contract bids, will serve the same purpose, with¬ 
out the added disadvantage—inherent in all high 
bids—of pushing the bidding unnecessarily high 
and shutting out the beautiful range of partner’s 
free responses. In the Approach-Forcing System 
a two-bid is a necessary evil to be tolerated only 
with extremely powerful hands, with which, if 
only a one-bid is made, the danger is very great 
that partner may hold less than the minimum re¬ 
quired for a response to an Opening one-bid and 
138 
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pass out a likely game hand. The ‘Two-bid 
complex'' is a widespread malady largely fostered 
by superficial players to whom a two-bid is, as 
they say, “the backbone of the Forcing System." 
It is not a backbone, but only a small fin. 

At the same time there is no more scientific 
and thrilling bid than a two-bid properly made 
and responded to. 

MINIMUM REQUIREMENTS FOR FORCING TWO-BIDS 

Minimum trump and honor-trick strength: 5 
honor-trick's distributed in three suits,, but only 
when the trump suit is nearly solid. With freaks 
or long near-solid trump suits 4 V 2 honor-tricks in 
three suits may suffice. With distributions 
5-3«3-2 and 4-4-3-2 at least 5 V 2 honor-tricks and 
some playing-trick strength are required. With 
4-3-3-3 distribution better than 5 V 2 honor- 
tricks are required. It follows that most 5 honor- 
trick hands should be bid as one and not as two; 
not all 5 V 2 honor-trick hands are started with a 
two-bid; and only the rarest of freaks is started 
with a two-bid on hands containing 4 V 2 honor- 
tricks; finally, there are very rare hands that 
would justify a two-bid with but 4 honor-tricks in 
two suits—such as the following: 

4AKQ743 7AKQ953 0 8 

It must be remembered that the requirement of 
4^/2 honor-tricks in three suits to justify a two- 
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bid applies to real freaks—something that not 
only looks but smells like a freak, not the mere 
common or garden variety of distribution, such as 
a 5-5-2-!. 

If the bid suit has four cards it must be headed 
by at least A Q, A J 10 or K Q 10 (IV 2 honor- 
tricks). Outside honor strength, 4-4V 2 honor- 
tricks or better in two suits. 

If the bid suit has five cards it must be headed 
by at least K or Q J (V 2 honor-trick). Outside 
honor strength, 5 honor-tricks or better in two 
suits. 

All Opening suit (not notrump) two-bids are 
Forcing. That is, when there is no intervening 
bid by an opponent, an Opening suit bid of two 
unconditionally demands a bid from partner. 
Even though partner holds an absolute blank, he 
must make some bid. He has no choice; he 
must bid or die. 

Regardless of responses either partner must 
keep the bidding open until a game bid or a satis¬ 
factory penalty is reached If it is one of the 
opponents who makes an intervening bid, and 
thus keeps the bidding open for the Opening Hand, 
the Responding Hand may pass, but in any subse¬ 
quent round neither partner may allow the bid¬ 
ding to die below a game contract. 

To allow to either partner an option of passing 
is to defeat the very purpose of the two-bid. 


* See Two-Bids with a Part-Score. 
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Examples of Regulation Two-Bids with 5 or More 
Honor-Tricks 

Bid two spades when holding: 

♦ AQ92 ^AQJ4 0 K Q 10 2 ♦A 
Bid two diamonds when holding; 

47 7AK103 OAKQ94 4AQ3 
Bid two hearts when holding: 

4— S?AKQJ 876 0AQ2 4AJ10 
Bid two spades in spite of any advice to the contrary with: 
4AK92 7AKQ4 0AKJ4 47 
Examples of Two-Bids with Only Honor-Tricks 

.Bid two spades when holding; 

4AK 10 874 7AQ10 754 OA 4- 
Bid two spades when holding: 

4AKQ87S4 7— 0AK4 4QJ8 

Examples of Hands with y Honor-Tricks Which Are 
Not Two-Bids Because the Trump Suit Is Not 
Strong Enough 


Bid only one spade when holding either of the following: 
4AK 109 7 7AK102 OAS 474 
4AK 7 43 7A54 0^72 4KQ 



142 Partnership Language 

Many 5 V 2 honor-trick hands, when distributed 
4-3-3-3 or 4-4-3-2, are bid at one. For example: 

Bid one heart when holding: 

4K32 7AQ98 0 AK4 ♦AQ? 

Bid one spade (rather than two notrump) when holding: 

4AK54 7AJ9 0AK7 

Any Double after a two-bid is, of course, for 
penalties. 

For responses to two-bids see The Responding 
Hand. 

The occasional slight loss suffered on two-bids 
with these maximum requirements is very largely 
compensated for by games and Slams which will 
be difficult to reach with other less precise or less 
practical variations of the Culbertson Forcing 
Two-Bid. A note of warning must be sounded, 
however. Two-bids cannot be “shaded*' with 
impunity, 

A two-bid is packed with dynamite. I believe 
that a majority of players still mishandle this 
beautiful instrument of precision. Some launch 


* This is a close question. Some players prefer two no- 
trump while others, including myself, incline toward the xnore 
informative and at the same time strength-concealing one-bid 
in a suit. Perhaps the best solution in this as in many other 
hair-splitting questions would be to bid one way on Mondays 
and the other way on Tuesdays, etc. 
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into a two-bid on the slightest provocation, as 
though they were enjoying a subconscious pleasure 
in once more reviving the feeling of omnipotence 
of dim childhood by imposing upon a terrified 
partner (who willy-nilly must obey) their sover¬ 
eign will. As a rule, the two-bid complex finds 
its psychological roots in the subconscious con¬ 
tempt of almost any player for his unfortunate 
partner. 

Most of us know the ominous feeling of impend¬ 
ing disaster whenever we pick up a strong or un¬ 
usual hand. The reason for such a feeling is to be 
found perhaps in the fact that a player suddenly 
realizes that, after all, his partner is only a moron. 
His dear partner may be qualified to handle aver¬ 
age hands—like a bad driver on a wide, open road; 
but freaks and unusual situations will require 
handling by a player’s own master mind. Hence, 
panicky attempts to make most extraordinary 
bids have as their object reducing partner to 
dead silence and thus preventing the poor fish 
from giving any information whatsoever. Inas¬ 
much as each partner has a low opinion of the 
other it goes double. As a matter of fact, it is 
especially with weak partners that the advantage 
of starting the bidding low, with suit bids of one, 
is the more evident. The lower the original 
bid, the more opportunity there will be to warn 
partner or forestall his possible errors of judg¬ 
ment. This is one of the main reasons that an 
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Opening notrump bid should be avoided. With 
strong hands partner should be discouraged and 
opponents encouraged. Players seem to lose sight 
of the most essential precept in Bridge or in life: 
let nature take its course. 

The Problem of Chronic Unemployment of Bids 

Some players have fallen into another extreme 
in the matter of two-bids. Having been bitten 
once or twice they actually become two-bid shy: 
their requirements for a two-bid are nearer to 7 
than even to 6 honor-tricks—a palpable absurdity. 
With a few writers and players the minimum re¬ 
quirements for a two-bid reach the height of 
the ridiculous. One writer seriously recommends 
that any Opening two-bid should contain, as a 
minimum^ lo sure tricks if in a major suit and // 
sure tricks if in a minor suit. The same minimum 
is required for Forcing Opening three-bids, the 
only difference being that “the hand must some¬ 
where contain a suit or suits which lack the Ace.*" 
He gives the following hand as an example of a 
minimum original bid of two spades:^* 

♦ AKQxx 7AKJ 0KQJ9X ♦ — 

In this hand the 0 9 is obviously an important 
card. If the hand contained the 0 3 instead, 
the bid would presumably fall outside the pale 
of safe two-bids. 


♦ ‘‘Money Contract/’ by P. Hal Sims, page 114. 
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Such extraordinary requirements for Opening 
two-bids would be perfect except for one thing: 
weeks will pass, and, if a player is unlucky, 
perhaps even months will pass before a hand 
with lo sure tricks will be dealt. A hand 
which may fit such rigid standards gravitates on 
the outermost bounds of Distributional Constella¬ 
tions and, like a rare comet, visits us mortals 
but once in several generations of deals. The 
advice to an unfortunate player to restrict his 
two-bids to such hands is like a doctor’s advice to 
a poor working man to take a trip to Palm Beach 
and have a rest for a few months. Contract bids, 
to be of any practical value in the community of 
good bids, must, like human beings, be put to 
work. The range of two- and three-bids is highly 
important and when it is occupied by lazy and 
inactive bids the entire system is definitely crip¬ 
pled. Because the two- and three-bids fail to do 
their share in pulling the load, except with the 
rarest of hands (where their help is really not re¬ 
quired), the range of one-bids is strained to the 
breaking point. As a result, the free circulation 
of partnership inferences is jammed and the one- 
bids, which are the main artery of Contract 
Bridge, lose the greater part of their usefulness.* 

* As another extreme, some writers advocate a so-called 
intermediate two-bid merely to show a hand containing from 
3 V 2 to 5 honor-tricks. Such a two-bid is not Forcing and is 
used as aa adjunct to a highly artificial two club bid which 
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The Responding Hand is forced either to keep 
the bidding open on practically blank hands or 
to sacrifice games; so that conservative players 
lose games and bold players are penalized. The 
entire structure of bids and responses becomes 
lop-sided and highly artificial. Since a two-bid 
with such a high requirement is for all practical 
purposes eliminated, it becomes necessary to make 
an Opening one^bid practically Forcing, As a 
result partner’s one notrump Takeout has to be 
reduced “to a couple of Queens,” and even less. 
The powerful hands which really belong to the 
range of Opening two-bids are thrown into the 
range of Opening one-bids. It starts a vicious 
circle leading to a comically illogical chain of 
bidding methods. Because the requirements for 
your Opening two-bids are absurdly high my re¬ 
sponses to your Opening ow^-bids must necessarily 
be absurdly low; but then the requirements for 
your Opening one-bids must, in turn, become 
absurdly high or else we will be severely penalized. 

is reserved for powerful hands. As a result of this system the 
range of one-bids is, so to speak, bled to death, as a sacrifice 
to an “intermediary” two-bid which has all the defects of a 
Forcing two-bid without any of the qualities of a correct one- 
bid. One-bids become the weakest bids in Contract and the 
most useless. The word system implies a scientific balance of 
logically connected parts, and it is for this reason that the Cul¬ 
bertson System, as designed for expert play, is the only one 
that so far has stood the acid test of time. It is being tested 
daily in actual play by millions of its adherents. 
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^igh requirements for Opening one-bids eliminate 
i great number of Defensive Opening bids. In 
iddition, many games will be lost unless the re¬ 
quirements for Fourth Hand Opening bids are 
ilso made absurdly low. At the next stage of 
bidding, after a response of one notrump by part¬ 
ner, the Opening Hand must face a painful di¬ 
lemma: if he passes, fearing that partner has a 
nearly blank hand, a game or a part-score may be 
lost; but if he bids again, hoping for the best, 
partner may have a practically blank hand. The 
ansound foundation will now cripple the entire 
=?ubsequent bidding. The Opening Hand, even 
if strong, does not dare to make any but minimum 
Rebids until it hears again from partner. The 
Responding Hand, even if but average, does not 
iare to drop the bidding for fear that partner's 
Rebid may show a game. Minimum bids are 
hopelessly mixed up with strength bids and the 
bidding becomes a wild guessing contest. 

The whole thing is somewhat reminiscent of the 
predicament of a stork caught in a swamp. No 
sooner is his nose pulled out than his tail is en¬ 
gaged, and as his tail is finally liberated his nose is 
stuck again. 

The writer has dwelt at som.e length on this 
question in order to illustrate the fundamental 
principle that a system of Bridge^ like a system of 
philosophy, a beautiful building, a well designed 
engine, or a well dressed woman, is a complete and 
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unified whole. Nothing of an essential nature 
could be added or taken away without rearranging 
the entire structure of the system. The Culbert¬ 
son System of Bidding and the Culbertson System 
of Leads and Plays are scientifically designed and 
tested not from the standpoint of the average 
player but from the standpoint of expert play. The 
methods are built “like a watch and rigged like a 
battleship” and are the only ones that have with¬ 
stood successfully and for a number of years the 
test of severest competition of practical play, not 
only with a single specially trained partner, but 
with any partner, except a moron—throughout 
the world. 

Although Culbertson methods are flexible and 
are largely based on card psychology and personal 
initiative, a player will soon find that any radical 
deviation from the fundamental principles must re¬ 
sult in a painful loss. It must be remembered 
that the writer and his associates (who number 
95 percent of the greatest Bridge minds in the 
world) are eager and grateful to incorporate any 
worth-while improvement; they have done so in 
the Culbertson System of 1933. Consequently, the 
numerous “variations” of the Culbertson System, 
which have and will appear under one catchy or 
mysteriously sounding name or another, represent 
either ideas long ago discarded as impractical 
or an appeal to the uncritical sense of a mass of 
beginners. It does not mean, of course, that the 
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new ideas of any writer or player are necessarily 
wrong. Quite the contrary. 

It is precisely because a number of writers and 
players have co7neforth with some striking new ideas 
and suggestions^ which have been gratefully adopted^ 
that the Culbertson System has virtually ceased to be 
the work of a single mind and in this broad sense 
may be said to belong to all players of Contract 
Bridge, 


TWO-BIDS WITH A PART-SCORE 

The new scoring requires a somewhat different 
treatment of the two-bid when it is made by a 
player whose side has a part-score. 

With any part-score* (be it 40, 60 or 90) 
the Opening two-bid is still a Forcing bidy even 
though two-odd is already a game contract, but 
with the following reservations: 

1. The Responding Hand must bid (even with 
a totally blank hand) at least once, 

2 . The Responding Hand must bid once more 
(even with a totally blank hand and even 
after a game has been reached) if the 
Opening Hand makes a Jump Rebid, 

3. The Responding Hand need not bid again 
if the Opening Hand does not make a 
Jump Rebid, 

* When the two-bid does not produce game, it is treated 
exactly like a two-bid with no score. 
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To illustrate: 

Part-score of 40 

The Opening Hand The Responding Hand 

2 ^ (Forcing) 2 N T (shows less than IV 2 honor- 

tricks; may show a total 
blank) 

4 0 (Forcing again) Must bid again 
but 

3 0 Need not bid again 

The requirements for a Forcing two-bid to the 
score and responses are practically the same as 
for a regulation Forcing two-bid. With powerful 
two-suiters and freakish hands these requirements 
may be shaded down to a minimum of 4 honor- 
tricks in two suits. 

This is the most logical solution of the annoying 
problem which confronts a player who holds a 
powerful hand. He is assured that partner will 
respond at least once, and should he hold a very 
powerful hand he can force again. At the same 
time, the risk of losing a game by trying for a 
Slam is largely minimized. 

It must be remembered that with a part-score 
the partner of the Opening bidder should be 
allowed a little more leeway in his response to an 
Opening bid of one. As little as 1 honor-trick and, 
with good distribution, even slightly less, would 
justify a response to a bid of one with a part- 
score. With so little needed to make a game 
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the hand should be strained almost to the breaking 
point although, of course, with nearly blank hands 
one should pass. The bid also has the additional 
advantage of not disclosing to the opponents the 
extremely meager nature of the hand. 

SHUT-OUT BIDS WITH A PART-SCORE 

Since a two-bid to the part-score is Forcing, 
any bid higher than a game contract is a Pre-^emptive 
{shuUout) bid and not a Slain invitation. The 
bid is also Pre-emptive when the opponents have 
a part-score. For instance, a bid of three spades 
with a part-score of 40 or GO is a shut-out (Pre¬ 
emptive bid), and, as such, it is an attempt to 
prevent the opponents from exchanging informa¬ 
tion at lower bids. This important change is in 
accordance with the trend in the Culbertson Sys¬ 
tem of 1933 to extend the field of Defensive over¬ 
bids as much as possible in order better to combat 
the Approach principle. The minimum number 
of playing-tricks shown by any part-score overbid 
is the contract less about 1 trick when vulnerable, 
and the contract less about 2 tricks when not vul¬ 
nerable. 


OPENING TWO NOTRUMP BIDS 

Opening two notrump bids are not Forcing be¬ 
cause no choice between at least one suit and no- 
trump is offered. This writer’s pet aversion is an 
Opening two notrump bid. There is no bid in 
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Contract which talks louder and says less. The 
new scoring favors a more dashing type of two 
notrump. Two notrump shows (a) when vul¬ 
nerable^ about 5 honor-tricks with all four suits 
stopped, and, while it is not an unconditional 
Forcing bid, it demands a Raise on slightly more 
than 1 honor-trick, or a Takeout with a biddable 
five-card or any six-card length—always provided 
there is roughly an honor-trick in the hand. It 
is generally used on strong, well balanced hands. 
However, on such hands, a shaded suit bid of one 
in preference to two notrump cannot be criticized. 
ib) When not vulnerable the two notrump may be 
considerably weaker and based on a long solid 
minor suit with a sprinkling of Queens and Knaves. 
In such situations it can be used advantageously 
for a tactical shut-out in any position. Such a bid 
is quite effective and, with a very strong minor 
suit and two outside stoppers, it should be used 
in the position of Third Hand even when vul¬ 
nerable. 

For example, consider the following hand: 

♦ 3 S?K4 OAKQJ53 *1953 

Not vulnerable, the bid is two notrump. Vulner¬ 
able, the hand should be slightly stronger. It 
follows that partner, after an Opening two no- 
trump bid, must either assume a 5 honor-trick 
balanced hand or a solid '‘minor suit” two no- 
trump. In either case he should raise with about 
1 plus honor-tricks. 
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Opening Three Notrump Bids 

" OPENING THREE NOTRUMP BIDS 

An Opening three notrump bid is made on a 
hand with at least 8 sure tricks in honors, with 
all suits stopped and, usually, no biddable suit. 
For example, on the following hand: 

4A 7 4 2 S?AKQ 0AK4 4AK3 

the correct bid is three notrump. Usually, 
however, an Opening two-bid in a suit is available. 

OPENING SUIT BIDS OF THREE AND FOUR 

The characteristic feature of Opening suit bids 
of one and two is that, whatever their honor 
strength, the trump suit is apt to be shaky and 
requires, as a rule, adequate trump support from 
partner. Further, such hands are usually of a flexi¬ 
ble type and offer a choice of several possible bids. 

The characteristic feature of Opening suit bids 
of three or higher, however, is that, whatever their 
honor strength, the trump suit requires no addu 
tional trump support from partner since it is 
practically established, and guarantees by itself 
at least 5 sure trump tricks. Furthermore, such 
hands, because of great length in the bid suit, 
are of a rigid type^ and, with Opening four- 
bids especially, are, as a rule, of little value either 
in defense or in support of partner’s Takeouts. 

Increased non-vulnerable penalties modify some¬ 
what the technique of Opening bids of three. 



154 Partnership Language 

Opening major three-bids combine only partly 
the features of shut-out bids and, as a rule, re¬ 
quire some outside strength. Major suit three- 
bids announce a powerful trvimp suit—at least 5 
sure trump tricks if vulnerable; but, if not vul¬ 
nerable, 4 sure trump tricks suffice. The three- 
bid in major suits guarantees: 

1. When not vulnerable—7 to 8 winners in 
the hand including roughly 1 honor-trick 
outside—in all between 2 and 3 honor- 
tricks. 

The bidder is prepared for a weak Raise 
to game. 

2. When vulnerable—the minimum of 8 sure 
winners in the hand including 1 to IV 2 
honor-tricks outside—in all between 2 and 
3 V 2 honor-tricks. 

The bidder is prepared for a weak Raise 
to game. 

It follows that the Responding Hand can raise to 
game: 

1. When not vulnerable—with about 1 plus 
honor-tricks or good distribution (such as 
a singleton with three trumps). 

2. When vulnerable—with about 1 honor- 
trick or good dikribution (such as a single- 
ton with three trumps). When considering 
a Slam Raise the Responding Hand should 
remember that partner’s major suit three- 
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bid guarantees 8 sure winners, but not 
more than 3 V 2 honor-tricks in the hand. 

In valuing Raises for Opening major suit bids 
of three, it is not wise to count mere length in side 
suits, as the Opening bid has disclosed a hand of 
a rigid type, which probably will make impossible 
the development of such tricks in time to be of 
value in fulfilling the contract. 

A minor suit three-bid must have as its basis a 
long, unquestionably established suit^ such as 
A K Q J X X X and a sprinkling of Queens and 
Knaves outside. 

Opening minor suit four-bids are also partly 
shut-out bids and operate on the same principle 
as major suit three-bids except that they require 
and show about 9 playing-tricks when not vulner¬ 
able and at least 9 tricks when vulnerable. Such 
bids, unlike minor three-bids, do not necessarily 
guarantee a solid trump suit. But the fact that 
the bid deliberately shuts out three notrump is an 
inference that the distribution is highly freakish. 
The Responding Hand must therefore raise once 
with about 1 honor-trick or good distribution, if 
vulnerable, and if not vulnerable with about V 2 
trick more. 

A writer has borrowed Mr. Lenz's idea of a 
Forcing three-bid (which had at least some merit) 
and has made it infinitely worse by advocating that 
such a bid guarantee a long solid trump suit and, in 
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all, ten sure winners! This is the height of 
naivete peculiar to routine theorists. Before 
a hand of such type could be dealt one might safely 
travel to Shanghai and back. It is an equally safe 
bet that when and if such a mastodon be dealt, 
partner will have forgotten all about the conven¬ 
tion and will blissfully pass. The principle of 
economy of bids requires that every bid be made 
to work often and efficiently. To reserve such 
an active range as that of three-bids for the type of 
hands that will occur once in a blue moon is 
equally characteristic of persons who theorize 
but do not know how to play, as of those who play 
well but do not know how to theorize. 

PRE-EMPTIVE OVERBIDS 

Opening major suit four-bids and minor suit 
five-bids are shut-out or Defensive overbids. 
While guaranteeing a powerful long trump suit 
(not necessarily solid) such bids may have no out¬ 
side strength whatever and therefore are unsuited 
for Penalty Doubles or Takeouts by partner. In 
this, the Pre-emptive (shut-out) bids differ some¬ 
what from major three- and minor four-bids, 
which always show some outside strength. 

The Approach-Forcing System theory of shut¬ 
out bids is as follows: 

The longer the suit is, the weaker the hand is if 
played against the opponents’ best trump bid. A 
hand with a seven- or eight-card trump suit and 
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no outside honor strength is a gift from the 
Greeks. For this reason it is best to take the bull 
by the horns and bid high enough to at least make 
it difficult for the opponents to get together. It 
is true that even a four-bid will more often than 
not fail to shut out strong opposing bids. The 
fact remains that if opponents do bid they may 
easily land in a losing bid with the bidding so 
crowded that a possible better game bid, or even a 
Slam bid, is definitely shut out. 

In the Culbertson System Opening major four- 
bids are Pre-emptive overbids and because of that 
are weaker than lower bids. They show hands 
which are strong distributionally^ but which are 
defensively weak against an adverse suit bid which 
is quite likely to come. Superficially it seems a 
logical absurdity that a higher bid should be 
weaker than a lower bid, such as a two-bid. It is 
obvious, however, that the stronger the hand is in 
honor-tricks the less one has to fear from the 
opponents; hence, it is to one's advantage to start 
as low as possible and carefully avoid shutting out 
information from partner (Approach principle). 
With strong hands even an Opening one notrump 
bid should be avoided as much as possible. 
With a long practically solid suit and no outside 
strength one is in the hands of the enemy, and 
one's best bet is to hack his way through by a 
sudden attack, hoping that in the resulting con¬ 
fusion he may escape with a minimum loss. 
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For this reason shut-out bids are essentially 
overbids so calculated that, if opponents double, 
the penalty will not be greater than the value of 
the game which opponents would probably score 
at their own bid. 

All Opening game bids are based on the Rule of 
Two and Three (see Defensive Overcalls) and 
therefore show the following minimum playing- 
tricks, but do not imply any honor strength in side 
suits: 

With major Jour-bids: 

When vulnerable When not vulnerable 

8 playing-tricks* 7 playing-tricks 

With minor jive-bids: 

When vulnerable When not vulnerable 

9 playing-tricks 8 playing-tricks 

The following is an example of a Pre-emptive 
four-bid in a major (as Dealer or Third Hand): 

♦ AKQJ 8 7 6 73 0 10 5 4 473 

If vulnerable, an added King or trump is re¬ 
quired. With a hand of this type the very 
fact that a player has such a long, glittering spade 
suit may carry within it its own destruction. 
For, the longer the suit in player's own hand, the 
fewer cards of the same suit remain for opponents' 
hands, thereby increasing the distributional values 
of their hand at a heart, diamond or club bid. 

* With a cautious partner this requirement may be shaded 
to 7 sure winners plus. 
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This is true, especially, if partner has passed, as 
there are A K Q J in three suits outstanding 
against the hand. 

Good strategy requires that Pre-emptive bids 
be occasionally varied with stronger bids in order 
to trap the opponents. At other times a hand 
with a very long suit and no outside strength, 
may be passed originally, or bid as one-odd, again 
with the object of surprising the unwary op¬ 
ponents. It is an essential part of the Culbert¬ 
son System that any bid, however perfect theo¬ 
retically, must also include the factor of 
psychology. 

How to raise Pre-emptive bids: It is a fallacy 
to state that an original game bid is a “stop'* 
bid as far as Slams are concerned. There are no 
peremptory “stop” bids in the Culbertson System. 
However, the player knows that when his partner 
bids originally a game in a major or a minor, he 
borrows from the Dummy 2 trick;? if vulnerable, 
and 3 tricks if not vulnerable. His Raises, there¬ 
fore, begin after deduction of these winners, and 
he should also keep in mind the fact that the De¬ 
clarer has hardly any outside honor strength. 



Chapter X 

THE EIGHT FORCING SITUATIONS 

THE FORCING PRINCIPLE 

The Forcing principle and various Forcing bids 
were originated and developed by the author early 
in 1927 as a necessary and logical corollary of the 
Approach principle in bidding. They are now 
standard and form the basis of any system of 
Bridge. It requires the partnership, with strong 
hands, to keep the bidding open until a game 
contract is reached, the primary object of the 
Force being to insure the selection of the best bid 
for the twenty-six cards held by the partnership, 
without risking a premature pass; the secondary 
object of the Force is to reach in a scientific man¬ 
ner a Small or a Grand Slam bid. The Forcing 
bid is one of the most valuable in Contract 
Bridge—if it is not abused. It conveys direct 
inferences regarding honor strength and distribu¬ 
tion, and indirect or negative inferences when a 
player fails to force. There are in all eight 
Forcing situations. Five are Forcing to game 
only and three are Forcing even after a game is 
reached. They are as follows: 

1. The Opening two-bid in a suit. 

2. The Jump Takeout in a new suit. 

3. The Jump Rebid in a new suit. 

160 
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4. The Overcall in the opponents’ suit. 

5. Inferential Forcing bids. 

6. The Four Notrump Overcall of an oppo¬ 
nent’s four-bid. 

7. The FourNotrumpTakeout of partner’s bid. 

8. The Five Notrump Takeout of partner’s bid. 

THE FIVE GAME-FORCING SITUATIONS* 

. I, The Forcing Two^Bid 

See Forcing Two-Bid (Chapter IX). 

2 . The Forcing Takeout 

The second Forcing situation occurs when the 
partner of the Opening bidder makes a Jump suit 
Takeout (a bid of one more than necessary to take 
out in another suit). This bid, unlike the Open¬ 
ing bid of two in a suit, is based upon known values 
in both the Opening and Responding Hands. 
To justify a Forcing Takeout, the Responding 
Hand should hold 3 V 2 honor-tricks. 

Assume the Opening bid to have been one heart 
and that Second Hand has passed. Any of the 
following hands are strong enough to justify a 
Forcing Takeout, 

Bid two spades: 

4AKJ96 7K43 OKQ64 42 


*For more detailed analysis see the respective headings in 
various chapters. 
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Bid three diamonds: 

♦ AJIO S?J104 OKQJ107 ♦A6 
Bid three clubs: 

♦ KQ5 ^10 OKJ4 4AQJ1076 

The fact that an opponent has made an inter¬ 
vening bid in no way interferes with the operation 
of the Forcing Takeout. Thus: 

South West North 

14 24 ^ 30 

North’s bid is a Forcing Takeout compelling both 
partners to keep the bidding open until a game 
contract, or a worth-while penalty, is reached. 

After any Forcing Takeout partner in his re¬ 
sponses should endeavor to keep the bidding 
low and avoid hectic Jumps, especially when bid¬ 
ding a new suit, unless he wishes to indicate a 
practically solid suit. 

3 . The Forcing Rebid 

The third Forcing situation occurs when a 
player has opened the bidding and partner has 
made a regulation response—either a minimum 
Takeout in a suit or in notrump. The Opening 
Hand, with about 5 honor-tricks and another bid¬ 
dable suit (not yet mentioned in the bidding), 
can now make a Forcing Rebid, which neither 
partner may drop until a game contract is reached. 
Thus; 



Game^Forcing Situations 163 

Opening Hand Responding Hand 

14 1 NT 

30 

Three diamonds is a Forcing Rebid, to which 
the Responding Hand must answer, and which 
both partners must keep open, until a final game 
declaration has been decided upon. It shows 4 
to 5 honor-tricks, depending on distribution. 
The Responding Hand is offered a choice of three 
possible game situations—spades, notrump or 
diamonds. In this example three spades is pmr- 
tically Forcing, but partner may pass. 

Exceptions to the Forcing Rebid 

Should the bidding go: 

South West North East 

1 ^ 14 ^ Pass Pass 

3 0 

South has made a strong Rebid, an urgent invita¬ 
tion to bid, but the Responding Hand has dis¬ 
closed that his hand is not even of sufficient 
strength to make a free Raise. South probably 
has a quite powerful two-suiter. In this situa¬ 
tion, however, the bid is not absolutely Forcing. 

Again, should the bidding go: 

South West North East 

1 ^ Pass Pass 1 4^ 

30 



164 Partnership Lxinguage 

this also is not a Forcing Rebid, because North, by 
passing, neatly indicates a nearly blank hand. 

/f.. The Immediate Overcall in an Opponents Suit 

There are two Forcing situations which occur 
in the bidding of suits previously bid by oppo¬ 
nents, according to whether opponents or partner¬ 
ship have opened the bidding. The first and 
most used of these is an Immediate Overcall in an 
opponent’s Opening suit. This bid is Forcing to 
game and requires the partner to respond. Natu¬ 
rally, when an adversary has opened the bid¬ 
ding, no effort should be made to force the reach¬ 
ing of a game declaration, except with hands of 
tremendous honor and distributional strength. 
Thus the strength required for this bid must, 
generally speaking, be but little less than that for 
an Opening Forcing bid of two in a suit. 

Exceptionally, however, an Immediate Overcall 
in an opponent’s bid suit may be made on a hand 
containing a single powerful suit or a two-suiter, 
and in this situation the honor strength may safely 
be reduced to about 4 honor-tricks plus. 

The Immediate’Overcall of two in the suit bid 
by an adversary ordinarily guarantees control of 
the first round of the adversely bid suit—that is, 
either the Ace or a void in the suit. However, it 
may frequently be made when holding a singleton 
in the suity because of the necessity of having a 
bid Forcing to game after the opponents have 
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opened the bidding or to deceive opponents into 
leading from some other suit against an eventual 
Slam contract. 

It is, of course, apparent from the logic of the 
situation that the following bid is Forcing to game: 

South West North East 

10 17 Pass 2 0 

This bid, although partner has made an Overcall, 
and hence is not an Immediate Overcall in the bid 
suit, is also a Forcing bid which partner may not 
pass. It guarantees game at a declaration yet to 
be determined, and requires West to continue the 
bidding until a game contract is reached. 

In the following situation, however, a Forcing 
situation does not exist; 

South West North East 

1 ^ Double Pass 1 4^ 

Pass 2 7 

Here West has failed to overcall at his first oppor¬ 
tunity, but instead doubled for a Takeout. After 
his Takeout Double, his subsequent bid of hearts 
is not a Forcing bid, but discloses a strong playable 
heart suit. This is the proper procedure for dis¬ 
closing a possible psychic bid by an opponent. 
If the opponent's bid suit is overcalled by partner 
immediately^ the inference is that a void> an Ace 
or at most a singleton of that suit is held by part¬ 
ner; but if partner, instead of overcalling in oppo- 
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nent's bid suit, doubles first and subsequently over¬ 
calls with that suit the inference is that the oppo~ 
nent has made a bluff bid in the suit. 

Examples oj the Immediate Overcall of an 
Opponent's Bid Suit 

Over an Opening bid of one diamond, bid two diamonds on— 

♦ AJ 104 3 7AKQJ 0~ ♦KQJS 
Over an Opening bid of one diamond, bid two diamonds on— 

♦ AK 10 9 2 7AQJ73 <>5 4AK 
Over an Opening bid of one spade, bid two spades on — 

♦ - 7KQJ5 0AKQ92 4 A Q 10 9 
Over an Opening bid of one heart, bid two hearts on— 

4KQ 10 953 7— OAKJ 10 32 4A 

The Overcall in a suit bid by the opponents may 
also be used by the side which has opened the 
contracting, when it is also Forcing to game. 
Used in this way, it generally implies support for 
the suit named by the Opening bidder and implies 
possibilities of a Slam, even in the lower stages of 
bidding, if the Opening Hand is more than a 
minimum. Thus, should the bidding go: 

South West North 

17 14 24 

North’s bid is the equivalent of a Forcing Takeout, 
to which the Opening bidder must respond, re¬ 
gardless of whether or not his hand is an absolute 
minimum. In such situations the notrump re- 
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sponse must show a stopper^ failing which the 
player should rcbid his original suit, however 
weak. 

Similarly, should the bidding go: 

South West North East 

1 ^ 14 ^ Pass Pass 

24 

this is a bid Forcing to game and carries with it 
the clear implication that the South hand in itself 
is almost strong enough to guarantee a game con-^ 
tract with the additional information that the 
first round of the adversely bid suit—in this case 
spades—is controlled. When an opponent's suit 
is overcalled after partner has opened the bid¬ 
ding it must guarantee no loser in at least the first 
lead of the suit. 

5 . hiferential Forcing Bids 

In addition to the above Forcing bids, other 
fascinating situations arise at the Bridge table 
in which bids may be regarded as Forcing through 
the sheer logic of a bidding situation. The object 
is to keep the bidding low after partner has shown 
some sign of strength in order not to shut out, by 
unnecessary jumps, a better chance for game at 
three notrump. 

Such ‘‘Forcing to game’* situations usually arise 
( 1 ) whenever the player responds with two notrump 
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(either at once or by degrees) and his partner re¬ 
opens the bidding; or (2) whenever the player raises 
any bid of partners {either a simple or a multiple 
Raise) and partner reopens the bidding with a 
new suit. In either situation, the fact that 
partner does not pass but reopens the bidding 
is an inferential Force. 

Important Exceptio7v. When the Responding 
(but never the Opening) Hand bids the same suit 
not less than twice and up to a bid of three~odd it 
is a “sign-off^^ bid. (See ‘‘Sign-OflF” Bids.) 

Illustrating the inferential Force: 


1. South 
1 ^ 

20 

3 0 or 3 ^ or 3 
(all Forcing) 

2. South 
1 7 

4 0 (Forcing) 


North 

1 ♦ 

2 N T (not Forcing) 


North 

3NT 


Although North bids game. South's bid of four 
diamonds is an inferential Force. 


Again: 


1. South 

. 1 ♦ 

3 ^ (Forcing) 

2. South 

14 

3 ^ (Forcing) 


North 

2 N T (not Forcing) 


North 

24 
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3. South (vulnerable) 

2 N T (not Forcing) 

4. South 

14 

3 0 (Forcing) 


North 

3 4^ (Forcing) 
North 

2 N T (not Forcing) 

3 4^ (Forcing) 


In none of these situations should partner let the 
bidding die. In the first example. North is 
offered the choice of three game^going declara¬ 
tions—spades, hearts or notrump. In the second, 
while North’s Raise of the Opening bid of one 
spade to two spades has probably disclosed a 
weak hand—possibly showing not more than 3 
playing-tricks—South has reopened the bidding 
and thus has indicated a hand of probable game 
strength with which, however, he does not wish 
to forestall the possible response of three no- 
trump. In the third, Soutlx, by his Opening 
vulnerable bid, has shown the possession of about 
5 honor-tricks; North’s response of three spades 
certainly indicates that a game is available either 
at spades or at notrump. In the fourth. North’s 
two notrump response to South’s Opening bid 
of one spade is manifestly not Forcing; however. 
South has disclosed additional strength by his 
bid of three diamonds, an inferential Force re¬ 
quiring some further bid from partner. It is 
quite apparent that South is still doubtful as to 
what the final contract should be. When North 
now responds with a bid of three spades, this bid 
must also be read as a Force, inasmuch as all 
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Forcing bids are Forcing to game. In the follow¬ 
ing situation it is the Responding Hand that 
makes an inferential Force: 

South North 

1 ♦ 2 0 

2 N T 3 4b (Forcing) 

The fact that North reopens the bidding in a new 
suit is a clear inference that a game is desirable. 
North obviously is unwilling to seek a game by 
jumping to four clubs, which shuts out a game at 
three notrump. Had North bid three diamonds 
instead of three clubs, it would have been a “sign- 
off^^ bid. 

An Inferential Force With a Non-Biddahle Suit 

One of the prettiest inferences in the Culbert¬ 
son System deals with a situation in which partner 
is inferentially forced with a non-biddable suit. 
For instance: 

South 

1 0 
1 NT 

3 4^ ! (Forcing) 

The fact that South reopens the bidding after 
North’s bid of two notrump is an inferential Force. 
The fact that South responds to North’s bid of 
one heart with one notrump is an inference that 
his subsequent bid of three spades was made on a non^ 
biddable suit. He, therefore, has in spades either 


North 

17 

2NT 
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K 10 8 2 or A 10 7 2 or Q J 3 2 or some similar 
combination. Again: 

South North 

1 NT 

2NT 3 4UFoJ‘cing) 

The inference is unmistakable that North’s 
spade suit is below the biddable minimum. 

A FORCING PASS 

Some of the most subtle and logical situations 
deal with a pass as a Forcing bid when the infer¬ 
ence is such that a player is expected to bid again 
even though his partner has passed. The fol¬ 
lowing is a typical situation in which a pass is 
actually Forcing: 

South West North East 

1 N T Double Redouble 2 7 

Pass! 

South is forced to pass to enable North to double 
East’s bid of two hearts if he holds trump tricks 
in hearts. South does not wish to double East’s 
bid because he has no trump strength in hearts; 
on the other hand, he does not wish to make 
another bid and thus tread on partner’s toes by 
shutting out a possible strong Penalty Double 
by North. Again, if after a series of strength¬ 
showing bids by South and North, South finally 
bids six spades, but is overcalled by West’s 
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seven diamonds, a pass by North is Forcing, 
requiring that South either double or bid seven 
spades. Had North preferred that South not 
bid seven spades, he would have himself doubled 
seven diamonds. 

The Inferential Forcing Bids are among the 
most imaginative and thrilling bids of the Cul¬ 
bertson System. They serve an important class 
of hands which assure a game at some bid if 
partner can rehid^ but which are not quite strong 
enough for a Forcing Jump Takeout (requiring 
at least 3 V 2 honor-tricks in the Responding Hand) 
or a Forcing Jump Rebid (requiring about 5 
honor-tricks in the Opening Hand) if partner has 
a minimum. When used in conjunction with the 
new, improved One Over One bids (see Chapter 
XII), the Inferential Forcing Bid is an instru¬ 
ment of beautiful precision. In fact, one of the 
principal objections against the antiquated One 
Over One (with which all suit responses of one 
are unconditionally Forcing) is that the scope for 
Inferential Forcing Bids is considerably reduced. 
An Inferential Force is a dangerous bid unless 
handled expertly. A player is cautioned not to 
confuse Inferential Forces with Sign^jff hlids. 

THREE FORCING POST-GAME SITUATIONS 

The four and five notrump bids are typical of 
dormant, inactive bids that were chronically 
unemployed. Consequently, in the Culbertson 
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System of 19e33 they are being put to work in a 
startlingly new and efficient manner. 

/. Forcing With a Notrump Overcall 

An interesting Forcing situation is the four no- 
trump Overcall* of an adverse Opening suit bid of 
four or Jive only. It is designed as an effective* 
weapon against an opponent’s Pre-emptive four- 
bid. It is made on powerful freaks of a nature 
such that a Penalty Double would probably bring 
in considerably less than the value of a reasonably 
certain game at the Doubler’s own bid. Thus, 
should the bidding go: 

Opening Hand Second Hand 

44 4NT 

The bid of four notrump is ^ Forcing bid which 
partner must not pass. It saves one round of 
bidding and at the same time diminishes the risk 
of playing the hand at a worse fitting bid. It 
guarantees the near certainty of game at any suit 
(other than spades) in which the partner holds 
four cards. It could easily be made, for instance, 
on the following holdings: 

4— 7AKQ32 OAKJIO ♦AQJl 
42 7AKQ3 OAK109 ♦AKQJ 

* This beautiful bid was first tried and suggested by Messrs. 
L. Watson, O. Jacoby, W, Huske and E. Hymes, 
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2. Two New Forcing Bids After a Game Contract 

After either partner has opened the bidding, 
any four notrump or any five notrump bid is a 
Forcing bid at least once. See the chapter on 
Slam Bidding for the analysis of this new Cul¬ 
bertson Slam Method. 



Chapter XI 


THE RESPONDING HAND 

Partner of the Opening Hand is called the Re¬ 
sponding Hand. In the Approach-Forcing System 
the Responding Hand, far from merely assisting, 
is nearly always the principal hand and carries 
the brunt of the bidding. As a rule, the game or 
Slam value of the Opening Hand is relative and 
depends upon the distribution and balance of honor 
strength in the Responding Hand. Accordingly 
the whole scheme of Contract, bidding is so de¬ 
signed that the Opening Hand, whose first bid 
is necessarily a leap in the dark, “approaches'" 
with low suit bids and feels out the situation be¬ 
fore definitely choosing an attacking or defending 
position. Only very rarely can the Opening 
Hand boast of •strength so extraordinary as to be 
practically independent of what partner may 
hold. In all other situations the player is 
in the position of a general who is completely 
in the dark as to the distribution and strength 
of enemy and allied forces; before exposing his 
flanks or unmasking his batteries he must cau¬ 
tiously try to connect with his ally (partner) 
who holds, so to speak, the reserves (playing- 
tricks in support) upon which he must depend 
to reach the desired objective—the best bid. 

175 
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In turn the bids of the Responding Hand are 
largely predicated upon information communi¬ 
cated and strength already shown by the Opening 
Hand. Consequently even a slightly better than 
average share of honor strength or favorable 
distribution in the Responding Hand can easily 
warrant expectations of game. Thus, when 
Responding Hand holds but IV 2 honor-tricks, 
the two hands combined have at least 4 honor- 
tricks out of a total of 8, or as many as the op¬ 
ponents. Since the range of Opening one-bids 
extends from 2 V 2 to 5 V 2 honor-tricks the game is 
by no means excluded. 

A hand containing as little as 2 V 2 honor-tricks 
looms large indeed when combined with partner’s 
Opening bid; and a hand with 4 V 2 honor-tricks, 
when added to partner’s 2 V 2 , definitely war¬ 
rants Slam expectations. Players must learn to 
visualize this important factor: after partner 
opens the bidding the strength of the Responding 
Hand must be gauged with a totally different 
yardstick than when deciding whether to open the 
bidding. 

THE STRUCTURE OF PARTNERSHIP INFERENCES 

All partnership methods are built on the basis 
of bidding minimums and maximums, logically 
assumed. The Opening bidder assumes, and in¬ 
cludes in his bidding minimums^ definite expec¬ 
tancies in the Responding Hand. These logical 
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assumptions are temporary substitutes for more 
precise information to be obtained in the course of 
the bidding, and only a weak or a wooden player 
continues to take them for granted during the 
subsequent bidding. 

There are three kinds of expectancies: 

1. Honor strength. 

2. Trump distribution. 

3 . Total playing-tricks or winners (including 
honor-tricks). 

It is the jdb of the Responding Hand to con¬ 
firm, increase or deny these assumptions. 

RESPONSES TO OPENING SUIT BIDS OF ONE 

Millions of possible combinations in the Re¬ 
sponding Hand, its varying distributions and 
degrees of honor strength, are readily classified 
according to four bidding situations: 

1. The Pass. 

2 . The Raise. 

3 . The Takeout (with suit or notrump). 

4 . The Penalty Double. (See Chapter XVIL) 

1 . THE PASS 

A pass, though technically not classed as a bid, 
is the most eloquent and important of all bids. 
It is the loudest “warning/' and, except the 
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‘*Sign-off” bids, possibly the only ‘'rescue.The 
general inference from a pass is that the hand is 
decidedly Mow average in support of partner’s 
one-bid, and therefore the Responding Hand 
abandons all reasonable hopes for game.* While 
most players know how to bid, few as yet have 
learned the subtle art of passing. The difficulty 
in the art of passing lies in knowing the precise 
line of demarcation between the no-bid land and 
the carefully measured area of bidding minimums. 

Players who are over-conservative in their 
passes, even by as little as V2 trick, will seriously 
hamper the tactics of the Opening Hand, and 
those who are habitually “a Queen shy” for a 
justifiable bid will often drive the Opening Hand 
to contract for a hopeless game when part-score 
is certain, or, worse yet, will cause the Opening 
Hand to become unduly cautious. 

The minimum requirements for a pass are 
(assuming partner has opened with a one-bid) as 
follows: 

1 . Any hand which contains no Raise, no 
biddable suit and less than i plus honor-tricks. 

2 . Any hand which, though containing a mini¬ 
mum biddable suit, has less than i honor-trick. 

Adequate support of partner’s suit, six-card 

There are a few exceptional situations, such as a Penalty 
Pass or a pass to allow partner to choose between a Penalty 
DouUe and a bid, in which the pass shows strength. 
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majors with about V2 honor-trick or freak dis¬ 
tributions are excepted. 

A hand which contains 1 plus honor-tricks 
or a fair vSuit with but 1 honor-trick is a biddable 
hand (if intervening opponent passes) and re¬ 
quires some sort of response other than a pass. 
However, when it is necessary to overcall, say, 
one spade with two diamonds, the hand should 
contain about IV2 honor-tricks. 

To illustrate, the Opening Hand bids one spade 
when holding: 

4AJ 1032 7AQ94 0Q102 47 

Consider the following three possible holdings 
of the Responding Hand: 

1. 4Q865 7 10 8 OK976 4432 

2. 4 Q 6 7 J 8 7 3 0 A 9 6 3 4 8 5 3 

3. 4976 C76 5 3 0754 4A543 

When holding No. 1, Responding Hand must 
raise to two spades (a shaded Raise). When 
holding No. 2, Responding Hand must take out 
with one notrump (a “negative’^ notrump). 
When holding No. 3 , Responding Hand must pass 
(the hand contains no Raise and is a Queen shy 
for a notrump bid). 

Many players would pass in all three foregoing 
examples. It would be an error. More than 
ninety percent of Opening bids are necessarily 
bids of one and include hands ranging from the 
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minimum of 2^/2 to the maximum of 5^/2 honor- 
tricks. If the Responding Hand holds but 1 
plus honor-tricks the game is by no means ex¬ 
cluded because the Opening Hand may easily 
hold honor strength in excess of the minimum of 
2V2 honor-tricks, or another and better fitting 
suit bid. 

As for the danger of misleading the Opening 
bidder, the inference is clear that, if the Respond¬ 
ing Hand gives but one Raise or bids but one no- 
trump, he obviously is too weak to make a higher 
bid. Unless the Responding Hand is quite liberal 
in keeping the bidding open, the tremendous ad¬ 
vantage of Opening with one-bids will be quite 
diminished, if not nullified. 

The Responding Hand passes when its strength 
is below partner’s worst expectations; the Re¬ 
sponding Hand makes a minimum response when 
his support is not much above partner’s natural 
assumptions; and the Responding Hand jumps 
the bid, flashing a possibility of game or Slam, 
when his hand is considerably better than the 
Opening Hand has a logical right to assume. 
In this manner both the Opening and Responding 
Hands start with a definite set of “bidding mini- 
mums’" and assumptions and, as the bidding un¬ 
folds, build up their structure of inferences. 

When the player on the left cf the Opening 
one-bid passes, the Responding Hand should 
usually keep the bidding open by bidding one 



The Pass 18i 

notrump with hands containing 1 plus honor- 
tricks or by^ giving a shaded Raise. Such hands 
are of but average expectancy and theoretically 
are already assumed by the Opening bidder. 
Nevertheless, they must be bid in order to afford 
another opportunity to the Opening Hand, whose 
values necessarily range from 2V2 to even 5^/2 
honor-tricks, or who may easily have another and 
better bid. 

Such one notrump responses merely inform 
partner that 

(a) The hand usually contains insufficient 
support for the bid suit. It may in some cases 
have adequate trump support, but be of balanced 
distribution and thus fail to provide the playing- 
tricks to justify a Raise, or it may be in a minor 
suit. 

(i) The hand contains no other biddable five- 
card suit. As a general rule, a Takeout bid of two 
on a four-card suit is not recommended unless 
quite strong. 

(^:) The hand contains but minimum honor 
strength (1 plus to about 2 honor-tricks)—other¬ 
wise the response would be two or three and not 
one notrump. The “negative” one notrump is an 
indispensable corollary to the Approach principle. 

If there is an intervening bid, a Raise should 
be given only on the basis of strength actually 
held in the hand, for the opponent’s Overcall af- 
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fords the Opening bidder a chance to speak again. 
There is likewise no occasion for the “minimum 
response” of one notrump, which is designed for 
the sole purpose of giving partner, without in¬ 
creasing the contract, an opportunity to bid 
again. 

2. THE RAISE 

The term Raise is restricted to bids in support of 
partner’s bids. The inference from a Raise is that 
partner’s bid seems to be the best for the com¬ 
bined hands and that no further search is neces¬ 
sary. At the same time the raising strength of 
the hand is inferred from the number of Raises 
given. A Raise from one to two shows a 
minimum or a fair hand; a Raise from one 
to three is a strength-showing bid and therefore 
practically Forcings leaving to partner an option 
of passing only with an absolute minimum Opening 
bid; a Raise from one to four is partly Pre¬ 
emptive and partly shows great strength—but in 
either case it .shows at least 2V2 honor-tricks and 
powerful distribution. Hence it is a mild Slam 
try. 

To illustrate: 

(Dealer) 

South North 

14 3 ♦ 

The first inference is that North has fair trump 
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support and that spades is presumably the best 
bid. 

The second inference is that North, who made 
a double Raise, has about 5 playing-tricks, for 
otherwise a single or a triple Raise would be cor¬ 
rect. 

The third inference is that the Responding 
Hand probably contains less than 3V2 honor- 
tricks, for otherwise a Forcing Takeout would 
have been made. 

The great majority of Opening trump bids of 
one are based on four-card or weak five-card suits. 
Such bids can be successful only on the assumption 
that the Responding Hand will not raise except 
on good length or strength in trumps. 

The minimum trump support for all suit bids of 
one /j* Q 3 2 or four small trumps or, occasionally, 

J 10 2.* 

When holding but three (or fewer) low trumps, 
Q 2 or even K 2 , the Responding Hand must 
not raise partner's first bid, but should deny it 
with some other bid, or pass. 

To illustrate: 

After the Opening Hand bids one spade, the 

* The so-called “normar* trump support of three low trumps 
or a Q 2, universally advocated until the introduction of 
the Approach-Forcing System, is the largest single source of 
loss even among the better players. Assuming, for the sake 
of argument, that four-card suits arc not bid, it is still impos- 
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Responding Hand should bid two diamonds when 
holding: 

4 10 42 S?86 OKJ652 4A43 

Only when the same suit is rebid in spite of 
partner’s denial can partner support it with three 
low trumps or less. 

Even when a four-card suit bid is supported, 
the player should not neglect to show its length 
during the bidding: 

South North 

1 ^ 3 7 

3NTI 4 7! 

South’s three notrump usually shows a four-card 
suit and a balanced distribution. North is thus 
forewarned but still prefers hearts. 

“Preference” Is Not a Raise 

When the Opening Hand has bid two suits and 
the player on his left passes, the Responding 
Hand is often forced to show “preference” by 
selecting the suit which he can best support 
Such preference” is in the nature of a response 
to an embryonic Forcing bid and is not a free 
Raise. 


sible to avoid frequent disasters, due to inadequate trump 
support and no\ to “bad breaks” as is usually claimed. To 
support an unrebid suit on but two low trumps, as is still 
done by some, is suicidal. 
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With equal trump length in each suit (3 and 3 , 
for instance), the Responding Hand should prefer, 
as a rule, the first bid suit. With greater length 
in one but strength in the other suit (7 4 3 2 
against K 2), the Responding Hand should prefer 
the longer suit. 

When the Opening Hand, however, bids a 
lower ranking suit first and a higher ranking suit 
subsequently, a decided preference should be 
given to the former even at the price of an increase 
in the contract. 

For instance, after the Opening Hand has bid 
first one diamond and later two spades, the Re¬ 
sponding Hand should bid three diamonds when 
holding: 

♦ 10 98 ^QJ85 0432 4764 

It is obvious that the Opening Hand would not 
deliberately place partner in this position if he 
were not prepared to play the hand at a possibly 
increased contract. 

A pass after the last bid suit shows a weak hand 
hut also satisfaction with the last suit. 

A player should be careful to avoid misleading 
partner by giving a mere ‘"preference” Raise 
when he has a real Raise. 

3. THE TAKEOUT 

An Overcall of partner’s bid with a different 
suit (or notmmp) is a Takeout. 



186 Partnership Language 

The usual inference is that, though the hand 
may contain some elements of honor strength, 
its distribution is not suited to partner’s bid. 
For this reason, Takeout bids are sometimes 
called “denial” bids. They “deny” support 
in partner’s bids, which must not be confused 
with “a rescue”—a fallacy even more deadly in 
Contract than in Auction. In order to avoid 
confusion, every Takeout bid—in fact, any type 
of bid—is a come-on bid and shows some honor 
strength, however slight. It is always a step 
forward—toward the game—not backward. The 
only exceptions are the rescue bids discussed 
further under the heading, “Sign-Off Bids,” 
where the “rescue’' inference cannot be mistaken 
by partner. 

Not all Takeouts necessarily deny Q 3 2 or 
four small trumps, which is the normal minimum 
trump support. To convey more precise informa-^ 
tion on distribution, the Responding Hand will 
often make a Takeout and subsequently 
support partner’s original declaration, the usual 
inference then being that his trump support is at 
least as good as though no Takeout had been made,. 

This practice is particularly common with 
Forcing Takeouts, when both partners are as¬ 
sured that the bidding will be kept open. In 
other situations, the Responding Hand may have 
fair support in partner’s minor suit bid but prefer 
a cheaper contract—a major suit or notrump. 
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Therefore, the Takeout 

(a) affirms a certain minimum honor strength 
(about 1 honor-trick or more), 

{b) denies (though not necessarily) adequate 
trump support in partner’s bid suit, and 
(r) offiers tentatively another bid. 

APPROACH RESPONSES 

There are suit and notrump Takeouts. 

When the bidding is still below a game^ ij the 
Responding Hand holds a choice between a biddable 
suit and a one notrump Takeout^ the suit should^ as a 
rule^ be preferred. 

To illustrate, assume that the Opening Hand 
bids one heart and that the Responding Hand 
holds: 

4AJ109 773 OQ32 

The proper Takeout is one spade and not no- 
trump. The notrump Takeout may definitely 
suppress a better fit in spades. Should partner 
hold no support in spades, the notrump is available 
as a subsequent bid without increasing the con¬ 
tract. Should partner, however, hold but a bare 
minimum Opening bid and pass, there is no 
possible game, regardless of the bid. 

THE NOTRUMP TAKEOUT 

The notrump Takeout signifies that the Re¬ 
sponding Hand 
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{a) lacks adequate trump support for partner’s 
bid suit' or has a balanced distribution^ 

(b) lacks any other biddable suit, and 
(r) has at least 1 plus honor-tricks. 

These inferences are general only and have 
many important exceptions. For instance, if 
partner bids one spade and a player holds: 

4Q10 6 7542 OA954 ♦Q32 

his proper response is one notrump, in spite of 
adequate trump support. Add ^ A and his 
response would be two notrump, in spite of the 
apparent denial of trump support. Should part¬ 
ner rebid his spade suit, thus showing probably 
an unbalanced hand distribution (something like 
5^4.3 .1 or the next response would be 

a Raise in spades.* 


* The principles of the modern Theory of Distributions de¬ 
veloped by the author for Auction Bridge in 1922 remain un¬ 
changed for Contract. One of these principles is to the effect 
that hand distributions 4(trumps)-3-3-3, 3(trumps)-4-4-2 
and 3(trumps)-5-3-2 arc so deficient in both the ruffing 
and long-suit values in the Dummy that notrump becomes the 
“cheapest** bid and the tendency is toward notrump bids. But 
it is a fallacy to assume that, simply because the Dummy is 
distributed 4-3-3-3, the hand must necessarily be played at 
notrump: if one of the two hands is unbalanced^ say, 5-4-3-1 or 
5-5-3-0, the hand is still played better at a favorable trump bid 
than at notrump. See tfhe chapter on Higher Strategy of 
Bidding. 
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A Jump two notrump or three notrump Take- 
out of partner’s Opening one-bid in a suit will 
.}uite likely include two or three of partner’s 
trumps usually headed by a good honor. This 
is especially true if partner’s bid is a minor suit 
because the majority of game hands are not 
quite strong enough to warrant playing for a 
five-odd contract in a minor suit rather than three- 
odd at notrump. Similarly, a jump two no- 
trump response to partner’s Opening one-bid may 
frequently be made on a hand such as this: 

4 9 3 2 (trumps) S?K87 OAK 10 84 4J5 

The hand is far too weak to force; it is too strong 
for a simple Takeout of two diamonds—hence the 
Jump two notrump, even though in violation of 
the Approach principle. 

No trump Takeouts, which are never Forcing, 
are of two kinds, minimum and strength-showing 
(see No trump Valuation) as follows: 

Negative: 

1. A one notrump Takeout is a “minimum” 
or “negative” response and shows about 1 plus 
to 2 plus honor-tricks unless there be an inter¬ 
vening bid by opponents, when it shows a fair 
hand including a stopper in the adverse suit. 

Strength-showing: 

2. A Jump two notrump Takeout is a strength 
response and shows at least 2 V 2 but, as a rule, not 
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more than 3 plus honor-tricks except with dis¬ 
tribution 4-3-3-3. 

The bid is not Forcing but it is a mighty urgent 
“invitation** to do something. Too many players 
pass partner’s Jump two notrump, not realizing 
that only a bedrock minimum Opening bid, without 
the slightest “plus** and with 4-3-3-3 distribution, 
would justify a pass. As a result of their con¬ 
servatism the discouraged partner starts bidding 
three notrump on borderline hands. Not only 
are penalties unnecessarily taken, but partner 
is prevented from offering an additional choice 
between suit bids of three and three notrump. 
The whole range of Inferential Forcing Bids 
(see The Eight Forcing Situations) is practically 
eliminated. For instance, one hearty three no- 
trump, If the heart bidder has ^ A ] 10 9 
he must now either risk a four spade bid, which 
partner may be forced to deny with five hearts, or 
pass three notrump and risk the failure of the 
notrump when a game was sure in spades. 

Some writers and players are guilty of the even 
greater fallacy of requiring that a two notrump 
Takeout be unconditionally Forcing, This is like 
jumping into the river to escape the rain. When 
unconditionally Forcing, the two notrump re¬ 
sponse becomes one of the worst bids in expert 
play, for the following reasons: 

{a) It eliminates all but strong Opening 
bids; 
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{b) There is no way of judging precisely 
even a slight additional value which a free 
Rebid by the Opening Hand would disclose. 

(<r) The definite and important range of 
values from 2 V 2 to 3 plus honor-tricks is 
thrown into a heap with stronger hands, 
resulting in a wild guessing contest between 
partners. The three notrump bid becomes 
something vaguely big and indefinite. 

3. A Jump three notrump Takeout is a very 
strong response and shows at least 3 V 2 honor- 
tricks. It is equivalent to a Forcing Takeout 
except that it denies a biddable suit. It is a mild 
Slam try. 


The Culbertson Slam Method 
(See Slam Bids) 

4. Any four notrump Takeout (Jump or 
gradual) is unconditionally Forcing and partner 
must respond at least once. It is a Slam try, 
but partners may sign off with a suit bid of five. 
It shows, among other values that should justify 
a Slam try, either 

{a) three Aces, or 

{b) two Aces and a King of any suit pre¬ 
viously bid by either partner. 

The four notrump Takeout must not be confused 
with the four notrump Overcall of an opponent's 
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four-bid, which is also Forcing but is used onl^ 
in the sense of an extraordinary Takeout Double. 

5. Any five notrump Takeout (Jump or 
gradual) is unconditionally Forcing and partner 
must respond at least once. It is a Grand Slam 
try although partner may sign off at a six-bid. 
It shows: 

{a) two Aces—no more, no less—when 
bid after four notrump; 

(b) three Aces and a King^of any suit 
previously bid by either partner, when the 
five notrump is bid immediately —that is, 
when four notrump is not mentioned. 

The four and five notrump bids are made after 
either partner has shown strength and are not, as 
a rule, jumped at once. 

With notrump Takeouts, as with double Raises, 
the full honor-trick value of the hand must be 
shown at once, but in so doing a player should 
allow a certain leeway for partner's imagination. 

SUIT TAKEOUTS 

(forcing and non-forcing) 

Suit Takeouts are of two kinds: 

1. Forcing (Jump) Takeouts, which always 
flash the signal for game at some bid and fre¬ 
quently indicate a Slam possibility. 
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2 . Regulation (non-jump) Takeouts, which 
may show but minimum strength and which, to 
score game, require that partner hold Rebid values 
(honor or distributional). 

Forcing Takeouts* are identified in the follow¬ 
ing manner: 

J hid of one more odd-trick than necessary {a 
fnmp) tn a different suit is a Forcing Takeout^ pro¬ 
dded that such hid is below a game contract and part¬ 
ner {not opponents) has opened the bidding. 

A bid of two more odd-tricks than necessary is 
not Forcing even though it be below a game con¬ 
tract and in a new suit. It also follows that Jump 
Raises, Jump notrump Takeouts and even Jump 
suit Takeouts, when higher than a game contract 
(Slam invitations), are not absolutely Forcing. 
They are urgent Invitations and partner should 
respond 95 times out of 100—but five times in 
100 partner may pass. A Forcing bid, on the 
contrary, is 100 percent obligatory. 

Forcing Takeouts are not restricted to the Re¬ 
sponding Hand but may be used by either partner. 
When a bid of one more than necessary is made in 
a new suit by the Opening Hand, this Jump Take¬ 
out is Forcing, and is known as a Forcing Rebid. 
It shows, of course, a second biddable suit, with 
about 5 honor-tricks in the hand or but 4 V 2 if 
the trump suits are quite strong. 

* Also see The Eight Forcing Situations (Chapter X). 
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To illustrate: 

(Dealer) 

South 

1 ^ 

34 

South’s bid of three clubs is Forcing, requiring 
partner not to pass and to choose between re¬ 
sponding with hearts, clubs or three notrump. 

If the bidding is: 

(Dealer) 

South 
1 7 

34 

South’s Rebid of three clubs is not Forcing. 

The word Forcing has but one meaning: partner 
must not pasSy no matter what the nature of his 
handy but is required to keep the bidding open until 
some game bid is reached. 

Partner has no “option” whatsoever—except 
to bid. Moreover, after any Forcing bid both 
partners are required to keep the bidding open 
and are released only when game at some bid 
(or a suitable penalty) is arrived at. 

To illustrate: 


West North East 
Pass Pass 1 or 1 N T 


North 
1 NT 


(Dealer) 
South 
1 0 


North 

24 
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After such a Forcing Takeout by North, 
neither South nor North can drop the bidding as 
long as it is below a game contract. A Forcing 
Takeout (like the Forcing two-bid) is an auto¬ 
matic signal to contract for a game. 

The assurance that partner will not pass too 
soon—and this is the fundamental obligation 
of all Forcing bids—makes it possible to unravel, 
through a series of precise inferences, the distribu¬ 
tional patterns and honor values of partnership 
hands which in game and Slam bidding are vital. 

Scientific Contract is virtually impossible with¬ 
out the Approach principle and its corollaries, 
the Forcing bids.* 

To illustrate, assume that the Opening Hand 
bids one diamond when holding: 

* The Forcing principle and Forcing bidvS were developed 
and named by the author as a logical extension of the Ap¬ 
proach System of Auction. The theory and precise require¬ 
ments for two-bids and Takeouts were published for the first 
time in the Auction Bridge Magazine in the December, 1928, 
issue under the title, “The Paradox of the Forcing Bid.’* 
d'he new methods seemed to be so radical that at the time the 
writer prudently warned; “A player must keep in mind that 
the principle of Forcing bids in Contract, however fool-proof 
theoretically and though already tested against the strongest 
competition, will need a little more time before it can become 
definitely a part of Contract bidding.** That the methods 
are sound is proved by the fact that since then the Approach- 
forcing System has spread throughout the world and its 
principles have been incorporated under one name or another 
m every known system. 
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^6 5 ^K 10 54 OAK32 4164 

and the Responding Hand bids two spades (in 
response to Opening bidder's one diamond) when 
holding: 

4AK984 7AQ10 8 0Q6 *10 9 

After the minimum of 2 V 2 honor-tricks shown 
by the Opening bid, the 3 V 2 honor-tricks in the 
Responding Hand practically guarantee a game 
at some bid, provided the partnership hatids can 
he fitted to the proper bid. 

Without Forcing methods, any bid by the 
Responding Hand would be a wild guess. 

Only Forcing Takeouts can fully and satis¬ 
factorily disclose the distributional values of 
partnership hands and, at the same time, avoid 
the risk of a premature pass. The bidding will 
develop as follows: 

The Opening Hand 

1 0 
2NT2 
4 74 

Analysis: 

^ A Forcing Takeout: “Partner, keep open our com¬ 
munications at any cost. There is a game somewhere. Have 
you any spades?” 

2 A minimum response: “Partner, I am holding fast, but 
I warn you that I have no additional values and probably 
inadequate spades.” 


The Responding Hand 

241 

3 ^3 

All pass 
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^ Offering a choice: ‘‘I am rushing reinforcements. How 
about hearts?’* 

^ A Raise: “Satisfied.” (If the Opening Hand held no 
support in hearts, the proper bid would have been three 
notrump—a minimum response.) 

The player must keep in mind that, as between 
the Opening (Forcing) two-bid and the Forcing 
Takeout, the latter is, by far, the most important 
and forms the backbone of the Approach-Forcing 
System. An Opening two-bid, though more 
spectacular, is rarely used, because combinations 
in which unusual strength is concentrated in 
one hand are also rare; Forcing Takeouts are, 
on the contrary, indispensable with the greater 
number of game and Slam bids. 

Minimum requirements for a Forcing Takeout 
are: 

1. A biddable five-card or longer suit. 

It need not be a strong suit. With about 
4 honor-tricks, biddable four-card suits 
can also be used. 

2. At least jVs honor-tricks or but jH- honor- 

tricks with a nearly solid trump suit."^ 
This gives a safe minimum of from 5 V 2 
to 0 honor-tricks for the combined hands. 


* In the earlier editions of Contract Bridge Blue Book 
(1930-1932), the requirements for Forcing Takeouts were given 
as at least 3 honor-tricks with good distribution. This led to 
confusion and is now remedied. 
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With few exceptions, practically all Responding 
Hands containing 3 V 2 or more honor-tricks are 
first passed through the sieve of the Forcing Take¬ 
out. This bid is at the same time the most 
thrilling and the basic bid of the Culbertson 
System and now has become the basic bid of 
every system of Contract. The advantages of 
this bid are so great that, with rare and quite 
strong hands that yet do not contain even a bid¬ 
dable four-card suit as a vehicle for Forcing, it is 
permissible to force even with a three-card suit 
provided it is of lower rank than the suit originally 
bid by partner. 

Example of Forcing with a Three-Card Suit 

Assume partner opens with one spade and you 
hold: J 

4K9743 7AK <> A 3 2 ♦KQ4 

the proper bid is three diamonds. Subsequent 
bidding will determine whether a Grand Slam 
should be bid. 

partner’s responses to a forcing takeout 

It must be borne in mind that the most radical 
and original feature of the Forcing 'Takeout is 
that the Jump does not necessarily show great 
length or strength in the bid suity but merely 
game (or Slam) strength in the hand. Partner^ 
therefore^ must assume a minimum trump suit 
and support or deny accordingly. 
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Responses to a Forcing Takeout 

The Opening bidder’s response to any Forcing 
Takeout made by his partner will depend on the 
nature of his hand. 

First choice: If able, show another biddable 
suit. Do not jump in your suit unless you guaran¬ 
tee not more than one trump loser. 

Second choice: Rebid your own trump suit if 
it is a strong five-card or a fair six-card suit. 
Jump the Rebid only if your suit has not more than 
one trump loser. 

Third choice: Support partner’s Jump suit 
bid if holding at least Q 3 2 or four small 
trumps. If holding more than the value of one 
Raise (that is, more than about iy 2 playing-tricks 
over the Opening bid values) jump the full 
amount of Raises your hand contains or reserve 
the second Jump for a Slam try—depending on 
the circumstances. 

Fourth choice: Jump the two notrump response 
to three notrump if holding at least 3 V 2 honor- 
tricks. 

Fifth choice: Lacking any full trick values other 
than those already shown in the Opening bid, 
always respond with the required number of notrump 
to take out your partner. This constitutes a 
minimum response^ denying additional support 
and merely repeating the Opening bid. Any 
other bid but notrump shows, as a rule, some 
added strength. 
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However, if an opponent at your left has over¬ 
called your bid, but despite this Overcall your 
partner has made a Forcing Takeout, a bid of the 
necessary number of notrump to overcall definitely 
promises a stopper in the suit adversely bid. 
Lacking a stopper in the adversely bid suit follow¬ 
ing a Forcing Takeout by your partner, your cor¬ 
rect response, if you are unable to support your 
partner’s Takeout, is to rebid your own suit^ be 
it even a four-card suit. 

To illustrate the Forcing Takeout and re¬ 
sponses : 

(Dealer) 

South North 

1 ^ 2 4^—a Forcing Takeout 

If South bids 3 0? he indicates a new biddable suit. 

If South bids 3 ^7? he indicates Rebid strength in hearts. 

If South bids 4 he indicates a six-card or longer suit 
that cannot lose more than 1 trick. 

If South bids 3 4jb, he indicates at least Q 3 2 or four small 
spades. 

If South bids 4 4^, he indicates good trump support, a 
singleton or a doubleton and at least 3 V 2 honor-tricks. 

If South bids 3 N T, he indicates no added suit value but 1 
extra honor-trick. 

If South bids 2 N T, it is a minimum response. 

Reverse this situation as follows: 

(Dealer) 

South 

1 7 

3 4^—a Forcing Takeout 


North 

27 
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It is South who is now making a Forcing Take¬ 
out (Forcing Rebid), and, at the same time, warn¬ 
ing North that his spade suit may have but four 
trumps although the hand will contain at least 
4 V 2 honor-tricks. North’s responses should fol¬ 
low the same general outline as in the first ex¬ 
ample. 

TO FORCE TWICE IS NEVER NECESSARY 

After the first Forcing Takeout, it is not neces¬ 
sary for either partner to force again; it is a part 
of the Forcing principle that the bidding must 
be automatically kept open until a game is con¬ 
tracted for. The advantage of this principle is 
that partners derive the fullest possible benefit 
from responses at the lowest possible round of 
bidding and escape the confusion incident to 
crowding the bidding. 

To illustrate: 

(Dealer) 

South North 

1 ^ 3 0—a Forcing Takeout 

South holds: 

4AK1076 S?AQ1062 0 K8 4 5 

South is assured of a Small Slam after North’s 
Forcing Takeout. A process of elimination dis¬ 
closes that North, to justify his Force, must hold 
at least d|b A Q, <0 A and ^ K, or their equivalent. 
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His proper response, however, is three hearts. 
The full strength of the hand will be shown after 
partner has been heard from and a game contract 
is reached. If North now responds with five 
hearts, showing an even stronger hand than al¬ 
ready indicated by his Forcing Takeout, a Grand 
Slam is indicated. See also Chapter X on The 
Eight Forcing Situations. 

REGULATION (nON-FORCING) SUIT TAKEOUTS 

Regulation Takeouts: When the response to 
the Opening one-bid is not jumped—that is, 
when it is not higher than strictly necessary to 
overcall—it is a Regulation (non-jump) suit 
Takeout. It shows any biddable trump suit and 
an average or even a fair hand containing not 
more than 3+ honor-tricks. The most common 
form of Regulation Takeout is a response with a 
suit bid of one to partner’s Opening suit bid of 
one. Such a response of one will be made on 
many strong hands containing as much as 3+ 
honor-tricks. 

When the response to the Opening one-bid is a 
Regulation Takeout of one in another suit— 
One Over One- —Opening bidder should, almost 
always, give Responding Hand another oppor¬ 
tunity to bid. Such a Response is 99^Vioo per¬ 
cent Forcing. A Response of, say, one heart, 
over partner’s Opening one club bid, is an inference 
that the maximum honor strength of his hand is J 
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plus honor--tricks while the minimum may be as 
low as V 2 honor-trick in a six-card suit. 

The response of two spades over an Opening 
one heart bid is an inference that the minimum 
honor strength of the hand is at least 3 V 2 honor- 
tricks, or, if but 3 plus honor-tricks, the trump 
suit is solid. Generally speaking—as part of 
the Approach Principle—so long as the bidding re¬ 
mains at the stage of one-odd in a suit, either 
partner should, as a rule, try to keep the bidding 
open except when holding a bedrock minimum 
Opening bid and poor distribution. 

In Regulation suit Takeouts, the honor strength 
varies from about 1 to 3 plus honor-tricks, mini¬ 
mum and maximum, respectively. 

With less, the hand should pass with the possible 
exception of six-card suits. 

With more, the hand should force with the 
possible exception of a bare 4-3-3-3 distribution. 

The fact that partner fails to make a Forcing 
Takeout conveys a valuable negative inference 
which definitely places the hand below the 
line of ZYi honor-tricks. Nevertheless, it 
would be quite erroneous to jump to the hasty 
conclusion that, because partner failed to force, 
one should renounce a game or even a Slam. On 
the contrary, a great number of games (though 
fewer Slams) is reached by the road of non- 
Forcing bids, and the most serious objection 
against Forcing bids is the abuse most players 
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make of this heavy artillery of Contract, dragging 
it, under the slightest provocation, to shoot a 
flock of sparrows. The writer, who originated the 
Forcing theory, always had a horror of Forcing 
bids, considering them a necessary eviL As 
with a finesse, the most important thing to con¬ 
sider about a Forcing bid is how to avoid it. 
The chain of inferences forged through Regula¬ 
tion, non-Forcing bids is of a finer, more subtle and 
more precise type, because such inferences are 
developed naturally from partner’s free responses 
or Rebids, and because they are illuminated by the 
fact that partner may pass and yet refuses to pass. 

Examples of hands calling for Regulation non- 
Forcing Takeouts, assuming the Opening bid is 
one heart: 

1. ♦QJ 9 6 5 4 7Q43 0 984 *7 

2. 4 10 53 764 OKJ543 ♦K92 

3. 4Q9 64 73 OK 10 4 4bAKJ98 

4. 4AQ986 7542 0Q6 ♦AJIO 

5. 4A10 864 773 0984 * 10 65 

6. 4AK 10 4 7843 <) A 61 4K54 

In Example 5, change the five-card spade suit to a 
five-card diamond suit, requiring an Overcall of 
two, and the hand should be passed. In Ex¬ 
ample 6, a one spade bid is better than two no- 
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trump. The hand contains 3 V 2 honor-tricks but 
a putrid distribution. 

JUMP TAKEOUTS—NOT FORCING 

A bid of two more than necessary to take out, 
as, for instance: 

Opening Hand Responding Hand 

17 34 

is not a Forcing bid, but shows a fairly strong suit 
with but little outside strength. It discloses a 
hand of a rigid type. Since the Responding Hand 
has no logical right to expect more than 3 tricks in 
support of his three spade bid, it indicates 6 play¬ 
ing-tricks, and the Opening Hand should raise to 
four if holding even a slight Rebid. With 7 
playing-tricks, including 5 sure trump tricks, the 
bid should be four spades. Equally, if the Open¬ 
ing bid is one dub, one diamond or one spade, and 
partner responds with four hearts, this is not a 
Forcing bid, but the Responding Hand's message, 
which the Opening Hand should readily decode, 
reads: 

“Partner, I am counting on you for the bare 
minimum shown by your Opening bid. I have a 
hand of a rigid type, not containing the honor- 
trick strength sufficient to justify a Forcing Take¬ 
out, but with which, in view of your bid, I believe 
game can be made. I have seven tricks," 
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A DOUBLE JUMP REBID 


A double Jump Takeout (player’s first oppor¬ 
tunity to bid) must not be confused with a double 
Jump Rebid (player’s second opportunity to 
bid). A double Jump Rebid can take place only 
after some strength-showing bid by partner, be it 
a Jump notrump or a Forcing suit Takeout. 

A double Jump Rebid runs somewhat as 
follows: 


South North 

24 

4 ^ (a double Jump 
Rebid) 

The double Jump Rebid is used to show a 
six-card or longer trump suit that contains not 7nore 
than one possible loser. 

In this manner, by giving a slightly unusual 
twist when responding to partner’s strength¬ 
showing bids, it becomes possible to convey an 
inference that the trump suit is not merely a fair 
rebiddable suit but a practically solid suit con¬ 
taining at the maximum one loser. This in¬ 
ference is of particular importance to partner in 
considering a Small or a Grand Slam bid (see 
Slam Bids). 

Experience has demonstrated to the author 
that many Slams are not bid because of the un¬ 
certainty regarding the trump suit and others, 
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when bid, are not made, because an unnecessary 
gamble has been taken with the trump suit. 
This added inference or convention fully solves 
an otherwise annoying situation. 

HOW TO CHOOSE BETWEEN A RAISE AND A TAKEOUT 

If there is a choice between a Raise and a 
Takeout, a Forcing Takeout should usually be 
preferred. If the choice is between a simple 
Takeout and a Jump Raise, a simple Takeout in a 
higher ranking suit should be preferred, but if the 
choice is between a simple Takeout in a lower 
ranking suit and a Jump Raise, the Jump Raise 
should be preferred. However, a simple Take¬ 
out is always preferable to a single Raise, whether 
in a higher ranking suit or hot. 

For example: 

If the Opening bid is one heart, the Responding 
Hand should bid one spade or two diamonds 
in preference to a single heart Raise, but should 
bid three hearts in preference to a Takeout of 
two diamonds, the general principle being that 
responses which show the greater strength should 
be preferred. 

“sign-off” or “rescue” bids 

As a rule, every time a player speaks, his part¬ 
ner quite properly infers some added strength 
and is, in turn, often encouraged to bid further. 
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It is true that there are certain hands such as 

4987543 77 0 10 832 482 

on which a player is sorely tempted to ‘Vescue’' 
partner’s one notrump with a bid of two spades. 
Obviously, the hand is worthless at any bid except 
two spades, a contract which offers the hope of 
establishing 3 winners. The trouble with this 
bid is that partner has no means of distinguishing 
clearly between ''strength” and "weakness,” 
and with such hopeless hands the more the 
player bids the more his partner, whose hand is 
quite likely stronger than usual, is apt to rebid 
until they throw the cards in each others’ faces. 
If on the other hand all Takeouts of two meant 
weakness, then the partnership would lose the 
benefit of "strength inferences” on thousands of 
good hands—an even greater evil. 

For this reason in the Culbertson System it is a 
fundamental principle that, with a few definite 
exceptions, every bid is an encouraging bid and 
that a pass is, as a rule, the only "rescue.” The 
only exceptions occur in rare instances when the 
'‘Wescue^^ inference is so clear that no possible mis¬ 
understanding can arise between partners. Some 
of these "rescue” situations arise after a Penalty 
Double of partner’s suit bid of one, or after a 
Penalty Double of a low contract by partner him¬ 
self; others occur in a group of bids known as 
"Sign-off” bids. A "Sign-off” bid is a warning 
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to partner that the hand, though previously bid, 
is below his minimum expectations in honor 
strength and that any further bidding by him is 
at his own risk and peril. 

A “Sign-off’ bid is recognized by the fact that 
(a) the Responding Hand has bid and then rebid 
its suit at least twice; and, at the same time, {h) 
the “Sign-off” bid is always in the range of three- 
bids in the suit. 

“Sign-off” bids apply equally to major or 
minor suits and are generally made when re¬ 
sponding to partner’s notrump, although they are 
also used after partner’s suit bids. They are 
restricted to the Responding Hand. 

The ''Sign-off” bid shows: One or less honor- 
trick in the hand and a six- or seven-card suit. 
It does not show less than about V2 honor-trick 
except with an extraordinary freak or a seven- 
card suit; nor does it show a five-card suit. 
Hands that are too weak to rebid even once, 
without a serious penalty, should not be bid at all. 

To illustrate: 


South 
1 NT 
2NT 

1 0 
1 NT 
2NT 


North 

2 4^ (so far the inference is strength) 

3 4 (Sign-off!) 

14 

2 4 (so far the inference is strength) 

3 4 (Sign-off!) 
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North warns partner that he holds something 
like 

4K 10 8642 09874 4^84 

If North were stronger he would have bid either 
four spades or three notrump over two notrump, 
depending on distribution. He also could have 
passed two notrump. Similarly, with a minor 
suit “Sign-off’*: 

South North 

14 2 0 

2 7 3 0 (Sign-off!) 

North shows something like 

♦ 7 78 OQJ 10 8954 4Q742 

North, if strong, could have chosen either four 
diamonds or three notrump, or raised one of 
partner’s suits. He also could have passed. 
Hence the inference of a “rescue” is quite clear. 

It is important not to confuse the “Sign-oflF” 
weakling with its brilliant brother—the In¬ 
ferential Forcing Bid. See Chapter X on The 
Eight Forcing Situations. 

RESPONDING WHEN THE OPENING BID IS ONE 
NOTRUMP* 

The chief difference between Opening suit and 
notrump bids is that with suit bids the honor 
strength is apt to be concentrated largely in the 

For further discussion of this subject, see pages 38-39. 
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bid suit, while with notrump, where a biddable 
suit is probably absent, the honor strength is 
more evenly distributed, thereby rendering the 
hand as a whole stronger defensively. It should 
be kept in mind, however, that even non-vulner- 
able notrump bids on a bare 2 V 2 honor-tricks are 
rare and that, when vulnerable, the notrump 
Opening bid promises at least 4 honor-tricks. 

NOTRUMP AS A NEGATIVE RESPONSE 

The one, two and three no trump Takeouts are 
“negative*" or “minimum** responses throughout 
the entire range of one or higher bids and re¬ 
sponses. They usually convey an indirect in¬ 
ference denying either adequate trump support 
for the bid suit or important additional honor 
values in the hand, or both. 

The negative one notrump is used in responding 
to partner's Opening one-bid in a suit. (Opening 
one-bids, of course, are never Forcing.) 

When Responding Hand bids one in a suit over 
partner’s Opening one-bid —One Over One — 
if the Opening Hand is unable to rebid his own 
suit or raise partner’s Takeout, and holds no 
other biddable suit and but slight values other 
than those previously shown, the proper response 
to the Takeout is one notrump. Here it is a 
corollary to the Approach bids of one. 

A negative (or “bust”) two notrump is used in 
responding to partner’s Opening two-bid in a 
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suit. Here it is a corollary to the Forcing two-bid. 

A negative three notrump is used in responding 
to partner's Forcing Rebid or Forcing Takeout of 
three. Here it is a corollary to the Forcing Take¬ 
outs of three. 

This highly characteristic use of minimum 
no trump responses in the Approach-Forcing 
System to flash a “nothing new" signal and yet to 
keep the bidding open is based upon the fact that 
notrump bids do not increase the original contract 
by a higher hid. The bidding is therefore not 
crowded but, in accordance with the Approach 
principle, is kept as low as possible, allowing the 
partnership sufficient scope to “veer and haul." 
Needless to add, “negative notrump" bids are 
perfectly safe at all stages of bidding because they 
are predicated upon strength previously shown by 
partner. 

PIANISSIMO, FORTE AND FORTISSIMO 

The following is a basic outline of the inferences 
in the Responding Hand: 

SuMMARV' OF Responses to Opening One-Bids 

More than 90 percent of Opening bids are one- 
bids. They include the range of hands varying 
from 2 V 2 up to 5 and sometimes 5 V 2 honor-tricks. 
An Opening one-bid is a leap in the dark. The 
selection of any final bid will largely depend upon 
the distribution and balance of honor strength in 
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the Responding Hand. Raises show a distribu¬ 
tion favorable to partner’s suit bids; responses 
with new suits generally deny it except when made 
in minors. Finally, notrump Takeouts deny, in 
many cases, both adequate trump support and a 
biddable suit in one’s own hand. 

In general, the bidding tempo is disclosed by 
the specific kind of responses, which show a 
greater or lesser number of honor-tricks and vari¬ 
ous distributional patterns. The “pass” aban¬ 
dons all hope of game. 

The “no-game” or “part-score,” the “near¬ 
game,” and the “game” inferences are conveyed 
in the following manner: 

''No-ga?ne^^ inferences: 

Simple non-jump Raises and Takeouts, es¬ 
pecially when the bidding goes one spade, two 
clubs, disclose a hand of average or fair honor 
strength, which varies between about 1 and 3 
honor-tricks. These simple Raises and non-jump 
Takeouts suggest the strong probability that game 
may not be available at any bid unless the Open¬ 
ing Hand holds somewhat more than the 2 V 2 
honor-tricks already disclosed, 

''Near-game^^ inferences: 

Jump Raises and Jump notrump Takeouts are 
not Forcing bids, but strength-showing bids 
promising a game provided the Opening Hand 
has slightly more than a minimum. Here the 
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password is ‘‘probable game’* and partner must. 
as a rule^ try for game. 

^'Game' and ^'Sla7n*' inferences: 

Jump responses of one more than necessary in a 
new suit (below game) are Forcing bids and show 
about 3V2 honor-tricks, and practically guarantee 
game even if partner holds no additional strength. 
Partner is merely asked to show preference. 
Here the password is “game” or a “possible Slam.” 

The intensity of tone—the various degrees of 
the minimum-maximum range of high cards 
held—is regulated through the lever of Forcing 
and non-Forcing responses. Accordingly, the 
duet is sung by the player and his partner either 
“pianissimo” (for part-score) or “forte” (for 
game) or “fortissimo” (for Slams). 

This network of simple but precise inferences 
built around one-bids and their responses, to¬ 
gether with added inferences from two- and higher 
bids, successfully solves the underlying object 
of the beautiful partnership language which is to 
find, by means of legitimate deductions, the best 
bid from millions of unknown combinations. In 
Contract each deal is a fascinating detective 
mystery: the thought-process is elimination and 
Plastic Valuation; the honor and distributional 
values furnish the ‘^clues” for the positive and 
negative inferences; and the best bid is the 
triumphant solution. 
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RESPONSES TO OPENING (fORCINg) TWO-BIDS 

The success of the Forcing two-bid depends en¬ 
tirely on correct rcvsponses. 

^ The precise responses to the Forcing two-bid 
are as follows: 

1 . Pass —barred in all situations except tempo¬ 
rarily when an opponent has overcalled. If an 
opponent overcalls an Opening bid of two in a 
suit, the Responding Hand may pass on a blank 
hand, as the Opening Hand is automatically as¬ 
sured of another chance to bid. However, an 
Overcall by an opponent never relieves either 
partner from the obligation subsequently to keep 
the bidding open until a game or a satisfactory 
penalty is reached. 

2 . Two notrump —a blanket minimum response 
to denote a hand containing but 1 or less honor- 
trick, which is ?nade regardless of length of suits^ 
strength of trwnps or distribution. 

Any such response must indicate lack of more 
than 1 honor-trick, as playing-tricks can be shown 
on the next round. 

To illustrate, assume an Opening bid of two 
spades and the Responding Hand holds: 

1. 4532 7K76542 032 ^QS 

2. 465432 ^K542 0987 43 

With either of these hands the correct response 
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to the Opening two spade bid is two notrump in 
spite of the fact that the former has a six-card 
suit and the latter a fair Raise. Inasmuch as the 
bidding must be kept open until a game contract 
is reached, the Responding Hand will usually have 
an opportunity to show such values in a later 
round of bidding. This procedure is followed in 
order to safeguard partner against losing Slam at¬ 
tempts. The “bust*’ two notrump is called a 
minimum response because it is the lowest bid 
that can be made without increasing the 
contract. 

3. Three notrump —denies support in partner’s 
bid suit, and also denies another biddable suit, 
but shows at least IV 2 and not more than 2 
plus honor-tricks. 

The Culbertson Four-Five Notrump Slam con¬ 
vention also applies to Forcing two-bids but with 
the following modifications dictated by the logic 
of the situation (see Slam Bids): If the Respond¬ 
ing Hand holds at least 2 V 2 honor-tricks (not 
necessarily Aces or a King) he must bid Jour no- 
trump —at once if holding no Raise or biddable 
suit, or eventually in any event. The Jive no- 
trump is used by the Responding Hand only as a 
response to the Opening bidder*s four notrump 
signal, and shows two Aces, Both the four and 
five notrump bids are Forcing. 

If the Responding Hand holds but 2 honor- 
tricks, the partnership hands account for at least 
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7 honor-tricks, leaving for the opponents an Ace, 
a King and a Queen, even if the Opening two-bid 
has been made on a minimum. If the Opening 
Hand holds but slight additional values, a Small 
Slam is definitely in sight, depending on distribu¬ 
tion. Consequently, if the Opening Hand con- 
timies the bidding after partner's three notrujnp 
response, the Responding Hand should carefully 
reconsider the possibility of a Slam. 

4. Raises of two-bids are quite distinct from 
Raises of one-bids. 

One Raise shows 1 plus honor-trick in addition 
to adequate trumps (at least Q 3 2 or four small). 

Two Raises show {a) slightly better than adequate 
trump support—four trumps headed by a Knave 
or three trumps headed by a King; and {h) 2 honor- 
tricks outside, or 1 V 2 honor-tricks and a double¬ 
ton, or but 1 honor-trick and a singleton. Ace 
or two honors in the trump suit will proportion¬ 
ately enhance the value of the hand. 

With better than adequate trump support, and 
between 2 V 2 and 3 honor-tricks, at least a Small 
Slam is definitely in sight, depending on distribu¬ 
tion. 

When more than one Raise is available the 
hand need not be jumped the full amount of 
Raises. It will probably be more advantageous 
temporarily to mislead partner by giving but one 
Raise in order to determine from his Rebid 
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whether his two-bid is a “minimum” or a strong 

two-bid. 

5. Suit Takeouts —are made on any biddable 
suit, provided the hand contains at least 1 plus 
honor-tricks. Suit Takeouts must never be jumped 
4 intil a game hid is reached^ but should be bid grad¬ 
ually,"^ The only possible exception is a six-card 
or longer suit containing at least 5 sure trump 
winners. 

To illustrate: 

The Opening Hand The Responding Hand 

♦ AKJ9 ♦Q1032 

^ M 7 AK9 8 6 5 

0 A KQ8 6 0 — 

♦ K Q ♦ 10 9 6 

The bidding should proceed as follows: 

The Opening Hand The Responding Hand 

2 0 2 S?! (not 4 or 5 7) 

2 4 3 7 (a Rebid) 

3 N T (has already 6 4 
shown all he has) 

Pass 

* In response to Opening bids of two, it is advisable to show 
a shaded five-card suit whenever the hand contains slightly 
more than 1 honor-trick. For instance, either Q 10 4 3 2 or 
J 10 4 3 2 is a safe Takeout of an Opening two*bid if the hand 
contains a side honor-trick. If, however, it is necessary to 
count the top honor in the shaded suit as part of the honor- 
trick, a two no trump response is to be preferred since then the 
hand is an absolute minimum and the failure to make the 
weakest bid possible may unduly encourage partner.. 
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The Responding Hand, who at first sight has a 
likely Grand Slam bid in spades, decides to leave 
the decision to partner after picturing to him a 
hand of unusual strength. The clue here is the 
three notrump minimum response of the Opening 
Hand. 

Since both partners must always keep the 
bidding open when below game it is to their 
obvious advantage not to crowd each other. 
The same principle—‘^once Forcing, always 
Forcing”—applies to the Opening Hand even 
after the “bust” two notrump response. 

Analyzed examples of all Opening bids and 
Responses will be found in the Illustrated Sum¬ 
mary of the Responding Hand, Chapter XI11. 

FREE AND SEMI-FORCING BIDS 

After the First Hand has opened the bidding 
with one in a suit, the Responding Hand is gen¬ 
erally expected to keep the bidding open if he has 
any excuse at all for doing so. Such a response 
might be called a “semi-Forcing” bid because, for 
tactical reasons, it is made to give partner an 
opportunity to rebid. For instance, with an 
Opening bid of one spade and a pass by Second 
Hand, a bid of two spades would be made on as 
weak a hand as the following: 

♦ J9 76 <^542 OK873 *84 

This type of bid should never be read by partner 
as showing any great strength. 
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A free Raise is made after an intervening bid by 
Second Hand. A free Raise, therefore, is a 
definite indication of at least the required amount 
of strength with no shadings. For example, 
with the above holding. Third Hand would pass if 
Second Hand had overcalled the one spade bid, 
with, say, two clubs, and make only a secondary 
Raise should partner show added strength by his 
free Rebid. 

This principle applies not only to Raises but to 
bids of any kind; in fact, a one no trump bid over 
an opponent's Overcall of partner's suit bid of one 
would show almost the strength required to bid 
two notrump without an intervening bid. This 
also applies to the Opening bidder. Suppose that 
he opens the bidding with one heart and receives a 
three heart Response from partner, who is Third 
Hand. If his hand is almost a minimum he would 
still bid four hearts when the bidding came back to 
him. If Fourth Hand, however, suddenly over¬ 
calls with four clubs, his proper declaration is a 
pass as then his partner has a perfectly good op¬ 
portunity to bid again. This important principle 
may be stated as follows: fVeak or doubtful 
Raises or Takeouts in response to either partner's 
suit bids of one are reasonably safe whenever there is 
an inference that such responses are influenced by 
the necessity to keep the bidding open; that is, when¬ 
ever either opponent passes and therefore a pass by 
partner may close the bidding. The same doubtful 
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Raises and Takeouts lead to disaster when an 
opponent over calls and the player has therefore the 
logical right to assume that his partner’s responses 
show strength—otherwise, why should he bid? 
Especially when opponents bid with their part- 
score, it is important to refrain from doubtful 
encouragement to partner, who is already over¬ 
excited with the same part-score. Doubtful bids 
are justified only when necessary to keep the 
bidding open at a low stage or when partner has 
given an unmistakable inference that his hand is 
strong. 

Strangely enough this principle is generally re¬ 
versed even by an average player. Holding a 
weak hand though having some support for part¬ 
ner, he passses even though the opponents do not 
bid; but if Second Hand overcalls, he prob¬ 
ably gives the Raise immediately, forgetting 
that this bid must, of necessity, be interpreted by 
partner as a strong bid. As a result, many win¬ 
ning hands are dropped short of game, and weak 
hands are vigorously pushed to disastrous 
penalties. 



Chapter XII 
THE ONE OVER ONE 

The confusion of a great many meaningless 
generalities has muddied the entire subject of 
'‘One Over One’* bids. Even the meaning of the 
phrase "One Over One” has become mysteriously 
vague, so that now there are almost as many One 
Over One "Systems” as there are players. Some 
of these "One Over Ones” are so complicated 
(quite unnecessarily) as to constitute almost a 
private convention, especially against strangers 
in tournaments. Most of them are adaptable 
only to the highly artificial Howell form of scoring 
the innumerable "Championships” in Duplicate, 
and in rubber Bridge are often disastrous. It 
will be obvious to any student of the game that 
all these so-called "systems” are nothing but 
more or less radical variations of the Culbertson 
Approach-Forcing System.* 

The very name "One Over One” was coined by 

* Before the publication of The Bridge World Magatine 
(edited by the author) in 1929 and “Contract Bridge Blue 
Book” in 1930, One Over One “Systems” had not even been 
heard of. Since then all but a few writers have adopted the 
Culbertson System under one name or another, and several 
have suggested variations under the guise of a "new” system. 
Practically all such variations and “latest innovations” have 
been carefully tested by the author and his associates. The 
worth-while ones were incorporated and proper credits given; 

222 
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Mr. Theodore A. Lightner, my associate and one 
of the five or six truly great analysts and master 
players of today. In his book for advanced 
players, entitled *'High Lights of the Culbertson 
System,’' Mr. Lightner states: 

“To use this catchy name 'One Over One’ to 
characterize an entire system, as is being done by 
certain writers, is simply an attempt to convey a 
false impression that there are two distinct 
Systems, one called the Culbertson (Approach- 
Forcing) and the other the so-called ‘One Over 
One.’ Inasmuch as it happens to be I who 
originated the name and the Forcing variation 
‘One Over One’ the absurdity of such claims is all 
the more apparent.” 

others, that proved to be unsound or impractical from the 
standpoint of expert play were discarded, however attractive 
they may seem to the beginner. The world-wide technical 
organization back of the Culbertson System of 1933 not only 
includes all but a few of the greatest players and analysts, but 
receives suggestions from advanced players in all parts of 
the world and then tests them theoretically and practically. 
It goes without saying that not a single method or idea is 
accepted or rejected for the Culbertson System which has 
not been previously proved through the acid test of rubber 
Bridge, and that the final criterion of any method is how it 
stands up in expert play against the strongest kind of opposition. 
It is a remarkable fact that most of these improvements and 
suggestions do not come from the experts in New York, many 
of whom, believing themselves to be perfect, really never 
change, but from the great class of keen analysts outside of 
New York. 
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In a general sense the words “One Over One’’ 
simply mean that, in order better to disclose 
information on strength and distribution of part¬ 
nership hands, the bidding should, whenever possi¬ 
ble^ be kept within the range of suit bids and re¬ 
sponses of one. As a result, the bidding is kept 
low and overcrowding of inferences is avoided. 
This is exactly what this writer has fought for, 
almost single-handed, since the year 1922, the 
time when the notrump ruled supreme and modern 
Distribution was unknown. This principle gave 
its name to the author’s Approach System of 
Auction, There would be no need of mentioning 
all this if it were not for the truth that too many 
authors and publishers, in their wholly natural 
and highly laudable desire to publish new books 
on Bridge, hopelessly confuse all players by put¬ 
ting out their own version of the Culbertson 
System under some high-sounding name. It is 
usually claimed for the “new system” that it is 
being played by the greatest experts. As a mat¬ 
ter of fact, few great experts play entirely another 
player’s system and practically all known master 
players have repeatedly recognized that their 
methods are very largely based on “Contract 
Bridge Blue Book.” 

“One Over One” is simply another name 
for Approaching^ which is one of the basic 
principles of the Culbertson System and which 
today forms part of any system, be it the Vander- 
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bilt, the Official or the ‘‘Never Slip” System. 

In its technical and more specific sense the 
“One Over One” is not a system at all but a 
procedure or method of responding to partner s 
suit bids of one^ which also is highly characteristic 
of the Culbertson System and which was also 
originally developed and published by this author 
under the name “Forcing One Over One” five 
years ago, and subsequently amended in favor of 
the more scientific Part-Forcing One Over One. 

A “One Over One” situation occurs when a 
player opens with a bid of one in a suit and his 
partner responds with a bid of one in another suit, 
or when partner responds with a bid of one in a 
suit and the Opening bidder makes still another 
response with a bid of one in a suit. For instance, 
assuming that opponents always pass, all the bids 
in the following situation are One Over One 
(South opens): 

South North 

!♦ 10 

17 14 

A one notrump response closes the chain of One 
Over One bids. 

In connection with this bidding situation there 
arises the important problem of how best to fit in 
partner’s responses so as to obtain the maximum 
information and yet keep the bidding low enough. 
Inferences in partnership bidding can be com- 



226 Partnership Language 

pared to a telegraphic code of dots and dashes. 
In telegraphy, the underlying principle is terse 
economy of words; in Bridge, it is economy of bids 
that counts. The waste of even a single round 
of bidding may easily shut out valuable informa¬ 
tion on the peculiarities of a hand by crowding 
out a number of important inferences. 

A system or a player that uses the least number 
of rounds of bidding compatible with clarity, will 
doubtless be superior to some other system or 
player that does not fully take into account this 
fundamental principle of economy,^ 

Considering that subsequent rounds of bidding 
are largely controlled by Opening bids and re¬ 
sponses, it is of the utmost importance to develop 
proper methods of suit bids and responses of one. 
The reader is already acquainted with the essen¬ 
tials of the Approach principle in suit bids of one 
and their responses. It is important, however, to 


* Approach methods were scientifically analyzed in 1922 
as a corollary to this fundamental principle of economy in 
bidding. These methods form a logically connected whole 
and include the modern four-card suit bids, the new and 
revolutionary requirements of trump support, the decided 
preference that an Opening one-bid or responses be in a suit 
instead of at notrump, the marked reluctance to start the 
bidding higher than one, the “negative notrump,” and in 
Contract Bridge, the series of Forcing bids. The ability to 
pack the maximum amount of information within the mini¬ 
mum number of rounds of bidding is the final test of any 
player or system^ 
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analyze in greater detail the two solutions of the 
Approach or “One Over One” problem—the oldest 
and the latest—for both form an integral part 
of the Culbertson (Approach-Forcing) System. 
There are, accordingly, two interpretations of 
“One Over One” bids: 

1 . The Forcing One Over One bids. (Now 

obsolete.) 

2 . Thepart-ForcingOneOverOnt bids. (New.) 

The Forcing response of one is still being used by 
many Culbertson players and is optional in the 
Culbertson System; the part-Forcing one-bids 
represent the latest and more scientific solution, 
and are now used by the great majority of 
advanced players. The present scoring and 
Grand Slam premiums render the Forcing One 
Over One even more disadvantageous. In both 
kinds—Forcing and part-Forcing—the object is 
to prevent the unnecessary crowding of bidding 
by keeping partner's responses within suit re¬ 
sponses of one; that is, as low as possible. Natu¬ 
rally the player who is urged to respond with a 
low bid must in turn be guaranteed that if he 
should hold a strong hand the bidding will not die 
short of a possible game. The difference between 
the Forcing and the part-Forcing (free) One Over 
One is that the former requires unconditionally 
that all suit responses of one call for another bid 
from partner; while the latter allows the Opening 
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bidder to drop his partner's response of one in a 
suit on a type of hand that- contains a bedrock 
minimum and lacks even an added Queen or 
favorable distribution. Consequently, the former 
is unconditionally Forcing, and the latter leaves 
an option of passing on minimum hands. 

If, for instance, I open the bidding with one 
heart and my partner responds with one spade, 
his response is unconditionally Forcing, in the 
Forcing One Over One; that is, I must bid again 
regardless of whether my Opening bid contains 
additional values or not; but in the part-Forcing 
(free) Overcall, I may occasionally drop the bid¬ 
ding. The word '‘occasionally" is used here 
advisedly, for even with the part-Forcing One 
Over One method, partners are practically always 
required to keep the bidding open. For in¬ 
stance, if the Opening bidder bids one heart 
holding: 

♦ 965 S?AQ10 2 0A73 +10 84 

and partner responds with one spade, the Opening 
bidder may drop the bidding. Substitute d|b Q, 
however, for the d|b 10, and the Opening bidder 
must now give another chance—in this case, by 
bidding one notrump. Thus the Forcing One 
Over One allows no exception, but the part- 
Forcing One Over One permits exceptions, though 
only in the rarest instances: it is 99'^Vioo percent 
Forcing. 



229 


The One Over One 

This apparently insignificant difference leads in 
practice to a totally different development of bids 
according to whether the player uses the Forcing 
or part-Forcing One Over One, and, although the 
final results are in most cases the same, the roads 
by which the final bid is reached are often quite 
different. The reason for such a large effect 
resulting from such a small difference is this: If a 
suit response of one is unconditionally Forcing, 
then a player may permit himself the luxury of 
responding with one-bids even on hands of 
extraordinary strength. If I should hold: 

4AJ 10 7 43 OAKQ94 3 

and my partner has opened with one heart, I can 
respond in perfect safety with one spade since, 
willy-nilly, he must bid again at least once. 
Should he bid, for instance, one notrump, I could 
jump to three diamonds and force him again. 
With the part-Forcing One Over One the situa¬ 
tion is radically different. With very strong hands 
GT /2 or more honor-tricks) the Responding Hand 
must jump the bid, since the response of One Over 
One may be left in. With the preceding hand 
I could not afford to bid one spade, for my 
partner might pass, should his Opening bid prove 
to have been a minimum, and leave me in the 
lurch. My proper response here would be two 
spades at once over partner’s Opening one heart, 
also forcing him to bid again. 
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As already stated, the Forcing One Over 
One method was introduced by the author for the 
first time in Bridge, in the Auction Bridge Maga¬ 
zine (December, 1928) under the title, ‘The 
Paradox of the Forcing Bid.” It then formed 
part of the Culbertson System and, together 
with the Forcing Jump Takeout and Forcing 
Two-Bid, made up the trio of principal Forcing 
bids. There was a good reason then for making 
One Over One bids Forcing in spite of their tech¬ 
nical handicaps and superfluous complications. 

After players learned the proper use of the 
Approach principle the urgent reason for the 
Forcing (Approach) One Over One responses 
existed no longer. Accordingly, the Forcing One 
Over One was abandoned in 1930 in favor of the 
more scientific part-Forcing One Over One, which, 
from the standpoint of championship and ad¬ 
vanced play, is far more flexible, precise and tell¬ 
ing. However, a number of students of the Cul¬ 
bertson System are still using the old method and 
the Forcing One Over One has been left in as an 
optional bid for those who are more accustomed 
to its use. It may still serve its purpose with a 
beginner, who knows only black and white* 

HOW TO USE THE (PART-FORCING) ONE OVER ONE 

{Approach Principle) 

For the convenience of the reader some of the 
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previously explained principles are here sum¬ 
marized. 

Assuming that a player makes an Opening bid 
of one club (or any other suit bid of one), and the 
opponents pass, the subsequent procedure is as 
follows: 

1 . The Responding Hand should endeavor to 
keep the bidding open even with as little as a biddable 
suit if there is one honor-trick in the hand^ or, when 
notrump is the response, with one plus honor- 
tricks. Only a practically blank hand justifies a 
pass over partner’s Opening suit bid of one, 
regardless of whether one is vulnerable or not. 
Exceptionally, a six-card major suit, headed by a 
King or Queen-Knave, should be shown even with 
no outside strength.* 

However, with a hand such as 

♦ 76 7952 0A 10 974 410 85 

one diamond is the proper response to partner’s 
Opening bid of one club, but a pass is preferable 
if partner’s Opening bid is, say, one spade. 

With a hand such as 

♦ 74 7Q7543 OK 10 4 4062 

a one notrump response is to be preferred to 
bidding two hearts over partner’s one spade bid. 
A notrump or suit Takeout, however weak, should 

* Such a weak bid is protected by a Sign-ofF bid (sec Sign- 
ofF bids in Chapter XIII on “The Responding Hand”). 
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not be confused with a so-called “rescue/' Thus, 
if partner opens with one spade and you hold: 

♦ 2 ^Q974 OJ943 * 8 6 4 3 

the best way out is to pass and hope the lightning 
will not strike. To “rescue" with one notrump 
simply because you have a singleton in your 
partner’s suit is about as neat a way of committing 
Bridge hara-kiri as I know of. Perhaps the most 
valuable principle in Bridge is this: “Leave bad 
enough alone." 

2 . AfUr partner responds with a suit bid of one^ 
the Opening Hand must bid again except when his 
hand is a bedrock yninimum Opening bid. Even a 
Queen added to the minimum of 2 V 2 honor-tricks 
or a slightly better distribution (usually other 
than 4-3-3-3) compels that the bidding be kept 
open. For instance, if the Opening bidder holds: 

4 10 52 ^ 10 75 OAK74 4K10 3 

and bids one diamond, and his partner responds 
with one spade, the Opening bidder may pass, 
but with ^ A instead of d|b K, or even ^ Q, or a 
better distribution, the Opening bidder should 
respond with one notrump. This principle is in 
force so long as the bidding remains within the 
range of one bids. 

In rare instances, the Opening Hand fails to 
keep the One Over One bidding open. This op¬ 
tion of passing after partner’s response of one 
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permits the use of a number of minimum Opening 
bids for defensive purposes, which would not be 
possible under the absolutely Forcing “One Over 
One/’ 

3. ^ suit response of one to partner s Opening 

one-bid shows^ as a rule^ not 7nore than j plus 
honor-tricks, For instance, if South opens with 
one heart and North responds with one spade, 
North’s minimum may be about 1 honor-trick in 
the hand and his maximum something like this: 

4AK10 5 0A72 4bK43 

There is no necessity to jump or force even with 
a hand of such strength. If the Opening bidder 
passes after one spade, he must hold a bedrock 
minimum, something like this: 

♦ 8 4 2 S?AQ73 0 973 ♦A54 

With such a hand, game is highly problematical. 
With the slightest additional value in the Opening 
bidder’s hand, the bidding will be kept open by 
him, and the Responding Hand can subsequently 
make a Jump Rebid to show game strength. 
Substitute <0 K for <0 10 or ^ K for 5 in 
North’s hand and his response becomes two 
spades in spite of the four-card spade suit. 

Hands containing a bare 3 V 2 honor-tricks and 
distribution should, as a rule, justify only 
a One Over One response rather than a Jump re¬ 
sponse. 
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4. When a hand contains honor-tricks in¬ 
cluding a biddable suit the response to partner's 
Opening one-bid must not be one in a suit^ but a 
Jump Takeout of two. Thus (South opens): 

South North 

1 ^ 2 ^! 

The inference is that North holds something like 
this (or better): 

4AK743 793 0A9 4K10 52 

As a rule, North shows a minimum of honor- 
tricks in the hand and a five-card or longer suit. 
He may hold even a four-card suit, but he must 
then have a minimum of 4 honor-tricks. A 
count of 3 V 2 honor-tricks together with Opening 
bidder’s 2 V 2 practically guarantees a game, and, 
if either hand contains added values, a Slam is in 
sight. Had North responded with one spade or 
two diamonds, the minimum might have been as 
low as V 2 honor-trick (with a six-card suit), but 
the maximum not higher than about 3 honor- 
tricks. (See the Forcing One Over One.) 

When a trump suit is practically solid (contains 
not more than one possible loser) a Jump Takeout 
can be made on but 3+ honor-tricks, but never on 
less. 

The scale of inferences in the Culbertson One 
Over One is as follows (South opens): 
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South North 

IS? 14^ 

or 2 42 
or 3 4» 
or 4 4^ 

^ A one spade response shows a biddable suit and from 
about 1 to 3 honor-tricks. 

2 A two spade response is a Forcing Takeout and shows at 
least 3 V 2 honor-tricks or more. 

2 A three spade response (a double Jump) shows but little 
or no outside strength and about 6 playing-tricks, expecting 
about 3 tricks in partner’s hand. 

^ A four spade response shows between 2 V 2 and 3 -f* honor- 
tricks and about 7 playing tricks, expecting about 3 tricks in 
partner’s hand. 

THE I’NCONDITTONALLY FORCING ONE OVER ONE 

{Approach Principle) 

Many players who adopted the Culbertson 
System in 1927-28 are still using the unconditional 
or Forcirg One Over One chain of responses; 
therefore, in spite of its serious disadvantages 
from the standpoint of expert play this method 
still forms part of the Culbertson System of 1933 
as an alternative or optional method to the new 
(part-Forcing) One Over One. 

The same procedure as with the part-Forcing 
One Over One applies to the unconditionally 
Forcing One Over One, with this important 
exception: 

The Opening bidder may not pass partner's 
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original suit response {not the Opening hid) of 
one. The only exception occurs when partner 
has previously passed. For instance, if the 
bidding* is (South opens): 

South North 

17 14 

the one spade response is Forcing and South must 
bid again at least once. It follows that North can 
in all safety respond with a low bid of one in a suit., 
regardless of how strong his hand may be., unless 
South had previously passed. Theoretically, North 
may hold as little as 

♦ K874 3 2 754 <>5432 *2 

or as much as thirteen spades and still respond 
with a bid of one spade. In the part-Forcing 
One Over One, when a player holds a powerful 
hand he should jump, for the Opening bidder has 
the option of passing with a bare minimum, and 
a game or even a Slam may be missed. When 
the Forcing response of one is used, no such fear 
exists, and the Responding Hand invariably re¬ 
sponds with a one-bid unless the Opening bid is 
one spade and two in any other suit is required 
to overcall or partner has previously passed. 
If the bidding goes (South opens): 

* In all these examples it is assumed that the opponents 
always pass. 
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South North 

17 14 

South does not know as yet whether North's hand 
is average, fair or powerful. This will be shown 
on the second round of bidding. For instance 
(South opens): 

South North 

17 1 ♦ 

1 N T Pass^ 

or 2 42 
or 3 43 

^ One notrump terminates the chain of Forcing responses 
of one, and a pass by North indicates a minimum hand. 

2 d'wo spades shows a fair hand but usually below 3^/s 
honor-tricks in strength. 

® Three spades is again a Forcing bid, in spite of the fact 
that it is in the same suit and South must bid again. This 
is a new artificial convention without which the Forcing 
response of one cannot be used. North shows at least 3 V 2 
honor-tricks and a good spade suit. 

In the part-Forcing One Over One the bidding 
situation with average and fair hands (cases 1 
and 2 above) is identical, but in the last case (3), 
where North’s hand is strong enough to force after 
South’s one notrump, the Force takes place one 
round sooner. Thus: 

South North 

17 24! 

There are several disadvantages to the Forcing 
One Over One besides the fact that the bid is too 
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complicated, and quite unnecessarily so, for all 
players hut the type who likes to startle his 
unfortunate partner out of his wits or believes 
that, to be good, a thing must be diabolically 
complicated. The bid is too vague since partner 
does not know just where he stands even after a 
Force. Requirements for Opening bids of one 
must obviously be made much stronger. As a 
result minimum Opening bids, which are most 
effective as defensive bidding, must be given up. 

One of the principal disadvantages of the Forc¬ 
ing One Over One lies in the very fact that a 
Forcing response deprives the partnership of the 
benefit of additional and more precise inferences 
which, if the response were free^ would not be shut 
out. When developing the Forcing principle, the 
author’s conception has always been that a 
Forcing bid is at best a necessary evil, and that 
its use is justified only when the risk that partner 
may pass a makable game or Slam is too great. 
As with finesses, the most important considera¬ 
tion about a Forcing bid is how to avoid it. 
The Forcing One Over One is a futile, super¬ 
fluous bid, because another Forcing bid (a Jump 
Overcall of two) is readily available and at an 
equally low stage of bidding. 

In Bridge as in life it is usually best to let 
nature take its course, and cards have an inner 
logic all their own: they will best serve their 
master when forced the least. When a player is 
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unconditionally forced to respond, his bids are 
necessarily rigid and limited in scope. A pass, 
which is the most eloquent of all calls, is taken 
away. The fact that a player may freely choose 
between the alternative of passing and bidding, 
forms the keystone for a series of delicately 
nuanced bids, in which the inferences deal not 
with full tricks but with mere "'plus’' values, a 
stray Queen or a more appetizing distributional 
pattern. This “twilight zone” of bidding, in 
which Rebid values are finely chiselled out, is 
blotted out under axe-like Forcing. To illustrate 
(South opens): 

Part-Forcing One Over One 

South North 

10 1 ^ 

1 N 3 

3 N T3 Pass 

^ One notrump is a definite Rebid, however slight. Since 
the Opening bidder has the option of passing if he holds a 
bare minimum, the inference from his one notrump is that he 
has at least slightly more than a bare 2 V 2 honor-tricks. In 
addition, the option of passing enables the Opening bidder to 
make minimum defensive bids. 

® The three heart bid, although an urgent invitation, is not 
a Force—otherwise North would have cither Forced with 
two hearts the first time or bid four hearts the second time. 
A number of finely shaded hands are ideally suited for just 
such a situation; partner is expected to choose between a four 
heart and a three notrump bid, but he may als9 pass for a part- 
score, if his hand is an apparent misfit. Such bidding situa- 
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tions are common, and yet they are eliminated when a Forcing 
One Over One is used. 

The one notrump response has already shown at least a 
slight plus value. Three notrump now shows at least a 
better distribution. 

In this manner fair hands requiring delicate 
treatment such that partners must advance with 
caution are dealt with through optional Rebids; 
strong hands are reserved for the immediate 
Jump; and minimum hands are protected by the 
option of passing. An even more serious dis¬ 
advantage of the Forcing One Over One is that it 
requires several important changes in related 
methods of bidding which result in cumbersome, 
top-heavy and superfluous complications. 

To illustrate (South opens); 

South North 

1 O' (Forcing)* 

1 NT 

^ The Opening Hand must increase its requirements for 
Opening one-bids and definitely renounce all defensive Opening 
bids. South should hold not 2V2 but at least 3 and even 
more honor-tricks. Considering that North may respond 
with a very weak hand, and that South has no option of 
passing, it would be extremely dangerous to open the bidding 
on minimum hands and be doubled for penalties. As a result 
of the Forcing One Over One, minimum Opening bids, which 
are Contract’s ideal defensive bids, are practically eliminated, 
for the requirement to open becomes not 2V2 to 3 but 3 to 
3V2 honor-tricks! The efficacy of defensive tactics is largely 
nullified, for there is not much need of defense on hands con¬ 
taining 3 or more honor-tricks. It is the valuable hands 
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which, though above the average in honor values, are so 
weak that they could not in any event be bid higher than 
one that are eliminated from bidding entirely. The common 
range of hands varying from a shaded 2V2 to a bare 3 honor- 
tricks are the most effective for defense and, if not bid imme¬ 
diately, at least to indicate a lead, can rarely be shown later. 
Not only that. Failure to open with hands ranging from 
2V2 to 3 plus honor-tricks will frequently cause the loss of a 
game unless the requirements for Fourth Hand bids are 
radically lowered. To circumvent this result of the Forcing 
One Over One, some writers na'ively advocate that, when 
First or Second Hand, a player shouhl pass many of his better 
than average hands, but, when last to speak, he should open 
on average and even below average hands. This is the most 
idiotic advice I have ever heard. When a player has a chance 
to chuck his weak hand joyfully into the discard, he decides 
to open battle in the face of mathematical odds against him! 
It will suffice for an alert Third Hand opponent to lay a trap 
by passing, in turn, a strong hand. The Fourth Hand, who, 
as a rule, holds something, opens the bidding only to find part¬ 
ner holding a weak hand and then the fun begins. It will be 
like shooting fishes in a bathtub. 

^ After South’s Opening bid of one diamond. North’s 
Forcing response of one heart may show anything from a 
weak hand to a “power house.” This is a serious handicap, 
for subsequent bidding must necessarily be somewhat vague 
and among other things renders the precise bidding of Grand 
Slams practically impossible. 

For instance, with the Forcing One Over One 
(South opens): 


South 

1 0 
1 NT 


North 

3 ^ ? 
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It is never quite clear to South whether North’s 
bid of three hearts shows a really good rebiddable 
heart suit or is used because it is the only way to 
force South again. Consequently, South will 
often be put to a hard guess in his later bidding. 
With the part-Forcing One Over One the situation 
is not befogged, thus (South opens): 

South North 

10 2 7 ! 

2NT 371! 

Three hearts is a clear-cut Rebid, since North 
could have chosen three notrump instead of three 
hearts. In addition, it draws a sharp line of 
demarcation between hands containing a maxL 
mum of 3 plus honor-tricks (a response of one 
heart to one diamond) and a minimum of 3V2 
honor-tricks (a Forcing response of two hearts to 
one diamond). This precision of inferences is of 
especial value in Small and Grand Slam bidding. 

Certain of my friends point out that the Forcing 
One Over One, by concealing unusual strength 
behind a response of one, would produce more 
penalties from the Third Hand player than an 
immediate Jump, This holds true only for a 
very small number of hands, for it is quite un¬ 
likely that, the opponents could bid against the 
combined strength of between 6 and 7 honor- 
tricks indicated by a Jump Takeout. With the 
range of 3 plus honor-tricks for a response of one, 
the part-Forcing method captures ail the profit- 
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able penalties that the Forcing One Over One se¬ 
cures; as for stronger hands, if the opponents 
venture a bid they will hold, as a rule, a tremen¬ 
dous freak. 

Furthermore, it often happens that a Penalty 
Double by the Responding Hand offers a losing 
guess to the Opening Hand for the very reason 
that partner fails to jump when strong. Since 
the Responding Hand bids only one heart over one 
diamond, its subsequent Penalty Double may be 
made on great honor strength or it may be made 
on trump-trick strength and little honor value. 
This guess is avoided with the more precise in¬ 
ference on honor values in the part-Forcing re¬ 
sponse. Again, in many instances the Forcing 
One Over One, by keeping the bidding too low 
when not necessary, will enable the Fourth Hand 
opponent to place a profitable lead-directing 
Overcall. Here the situation has the same serious 
disadvantage as in the Vanderbilt Combination 
System after a Forcing diamond response. An 
Overcall shuts off the communication between 
partners, and thereafter the Opening Hand is 
forced to guess {more or less wildly) the strength 
and distribution of the Responding Hand. With a 
part-Forcing One Over One the Opening Hand is 
in a position to distinguish immediately between 
hands containing not more than 3 plus honor-tricks 
(response of one) and not less than SVs honor- 
tricks (Jump response of two). 
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THE GREATEST FALLACY IN THE HISTORY 
OF BRIDGE 

At present several variations of Culbertson 
(Approach-Forcing) principles have cropped up 
under the name '‘One Over One/' Thus we have 
the “Reith" One Over One, the “Sims-Kerwin" 
One Over One, the “Burnstine" One Over One, 
the “Silz" One Over One, etc., etc. However 
sharply the various One Over One authors may 
differ on their other methods, all unanimously 
agree in basing their “systems" entirely on the 
Forcing One Over One response. They willingly 
grant that the Forcing One Over One has many 
disadvantages and is extremely heavy and com¬ 
plicated.* All players, experts or average, are 
slow to recognize a bid which is Forcing though it 
is not a Jump and which may show anything 
from a practically blank hand to thirteen spades. 
They maintain that these complications are 
necessary because the Forcing One Over One saves 
one or more rounds in biddings which is, of course, 
of paramount importance. To quote from Mr. 
Sims' so-called “Money Contract," first edition 
(page 57)—the italics are mine: 

* As every good teacher knows, the Forcing One Over One 
is so complicated and at the same time so vague that it is 
practically unteachable. This is also a serious disadvantage 
in expert play. As a rule, the greater the experts the simpler 
their methods. The true stamp of a routine theorist is ex¬ 
cessive complication of his theories. 
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“The principal advantage of the One Over One 
response, therefore, is that it permits partners to 
make otie^ two or even three additional responses on 
strong hands^ which could not possibly be made 
in any system calling for immediate Jump Forcing 
bids to guard against a premature pass. Thus, a 
one spade Overcall of an original one heart bid 
insures the continuance of the bidding just as 
surely as would a two spade Overcall—and at a 
lower level!** 

If it is correct that the Forced One Over One 
response with strong hands results in keeping 
the bidding lower by even a single round, then it 
must be admitted that there is a great deal to say 
in favor of a Forced response. On the other hand, 
if a Forcing One Over One actually fails to save 
even a single rounds then its principal premise falls 
to pieces, and, conseciuently, the so-called One 
Over One “Systems** lose their principal justifica¬ 
tion because they are based on a fallacy. It 
would then not be necessary to resort to artificial, 
cumbersome and highly complicated methods, 
when a simpler and more scientific way is avail¬ 
able. 

At first glance, the following bidding (South 
opens): 

South North 

1 ^ 14 

does seem to save a round, as against the bidding: 
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South North 

17 24 

Thig is, however, one of those remarkable logical 
illustions to which some of the greatest players and 
writers (many of whom are associated with the 
author in the development of the Culbertson 
System) have fallen victims. From the stand¬ 
point of keeping the bidding low and of saving 
one or more rounds, there is not the slightest 
difference between the Forcing and the part- 
Forcing One Over One! Take the following 
typical bidding situation (South opens): 


Example 1 

Forcing One Over One 


South 

North 

1 7 

1 4 (Forcing) 

1 NT 

3 4 (Forcing to game) 

3NT 



Example 2 

Part-Forcing One Over One 


South 

North 

17 

2 4! (Forcing to game) 

2NT 

34 

3NT 
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In Example 1 the Forcing response of one 
produced 1 bid in hearts, 2 bids in spades and 
2 bids in notrump, the final bid being a three-bid. 
In Example 2, the part-Forcing method produced 
1 bid in hearts, 2 bids in spades and 2 bids in 
notrump, the final bid being a three-bid. An 
identical number of bids terminates identically 
in the final round. In neither example was there 
a saving of a single round or of a single bid. 

Take another instance, which is apparently 
the best example of the Forcing One Over One 
(South opens): 

Example 3 

Forcing One Oner One 

South 

!♦ 

17 
1 NT 
3NT 
(or 3 of any 
other suit) 

Example 4 

Part-Forcing One Over One 

South 

27 
2NT 
3NT 


North 

2 0! (Forcing to game) 

24 

30 


North 

1 0 (Forcing) 

1 4^ (Forcing) 

3 0 (Forcing to game) 
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Here again not a single round or a single bid 
is saved through either method of bidding. In 
both examples the notrump is bid twice and the 
diamond suit is also bid twice, while other suits 
are bid once. Il is impossible to make up^ even 
artificially^ a single hand in which the saving of a 
hid or a response could be effected through the 
Forcing One Over One. The reason for this extraor¬ 
dinary “optical” illusion is that the writers (and 
many players) failed to realize that the gain of one 
round of bidding after a Forcing One response is 
only temporary and is lost again on the third 
round. 

From the standpoint of total rounds for game^ it 
does not matter whether the Force is applied on 
the first, on the second or on the third round. 
The bidding is also identical, of course, with any 
other type of hands which are not strong enough 
for a Force. 

This fallacy that a Forcing One Over One 
“saves” one or more rounds of bidding is, in my 
opinion, the most remarkable fallacy in the 
history of Bridge—except the fallacy that four- 
card suits should not be bid because they were 
believed to be too short to stand a ruff. A num¬ 
ber of books have been produced at great cost and 
labor, which are based on the One Over One fal¬ 
lacy and devote many pages to the detailed ex¬ 
planation of how to make the best use of time 
“saved” on rounds of bidding. In the Sims- 
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Kerwin One Over One “System” the enthusiasm 
of its authors carried them to such heights as to 
claim the saving of not less than “three additional 
responses.” It is an interesting example of mass 
psychology when even intelligent people fall 
victims to a mirage of logic. It is difficult to 
imagine that writers who specialize in Bridge, 
many of whom are expert players, should pub¬ 
lish books and build their entire “systems” on a 
premise which is so manifestly fallacious and ab¬ 
surd. Obviously, if the Forcing One Over One 
does not actually convey a single added inference, 
the principal reason for using it and a number of 
devilishly complicated bids built around it, dis¬ 
appears. 

The increased premiums for Grand Slams have 
dealt a death blow to the Forcing One Over One. 
It is now, more than ever before, necessary to dis¬ 
tinguish immediately and precisely between hands 
containing 3 plus or fewer honor-tricks (the 3 plus 
response of one) and those containing at least 
3 V 2 or more honor-tricks (the Jump response of 
two over one), as well as the varying degrees of 
strength shown through subsequent Rebids. 
Under these conditions, the Forcing One Over 
One becomes as superfluous as a sausage to in¬ 
crease the length of a nose. 
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THE LANGUAC^E OF INFERENCES IN THE 
RESPONDING HAND 

{Illustrated Summary) 

The chief difficulty confronting the student of 
Contract is that the subject matter is presented, 
not as a brief, unified whole, but as a series of 
loosely joined rules and isolated instances which 
are soon forgotten because the skeleton of essen¬ 
tial principles is difficult to grasp. A beginning 
player is like a stranger in a large city. First of all, 
he must find his bearings from a high tower and, 
locating the key points, separate the essential 
traffic arteries from the side streets and blind 
alleys. In the preceding chapters the writer, of 
necessity, has made use of the analytical method in 
order to explain the reasons for every important 
bidding situation and the inferences that must logi¬ 
cally arise therefrom. In this Illustrated Sum¬ 
mary, the writer complements the analytical with 
the synthetic method in order to give a quick, 
birdVeye view of the beautiful language of in¬ 
ferences. The price of repetition—the bugaboo 
of writers—is not too great to pay when clarity 
is at stake, for that which is clearly understood 
is never forgotten. 


250 
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Only some of the most important bidding situa¬ 
tions and their inferences are analyzed below. 
(In the examples given it is assumed that the 
opponents do not bid.) 

OPENING SUIT BIDS OF ONE AND RAISES 

THE OPENING BID IS- THE RESPONSE IS- 

One in a suit. Two in the same suit. 

The inferences conveyed by the Responding 
Hand are these: 

Playing-tricks: From 3 V 2 to 4}/% playing-tricks 
made up of trump, long-suit, short-suit or honor- 
tricks, including adequate trump support. {When 
the opponent on the left of the Opening bidder passes ^ 
the single Raise by the Responding Hand may 
show as little as 2 V 2 to 3 ‘'shaded'' playing-tricks.) 

Trumps: A Raise from one to two shows four 
trumps or three headed by at least the Queen. 
With three small trumps (negative trump support) 
Responding Hand should bid another suit, if 
able, or take out with notrump. 

Hands distributed 4-3-3-3 will frequently con¬ 
tain adequate trumps, and from IV 2 to 3 honor- 
tricks and yet not enough length or ruffing-tricks 
to justify a Raise. They should be shown by 
bidding one or two notrump. 

In Raises no definite minimum of honor strength 
is required, except when there is an immediate 
Raise to game, as, for instance: 
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Opening Hand Responding Hand 

14 44 

The direct Raise to game should not be made 
unless the hand contains from 2^/2 to 3 honor- 
tricks in order to safeguard the partnership 
against the possibility of attempting a Slam when 
the values held as a whole do not justify it. With 
a hand such as 

4 K 9 8 6 3 74 OA 7 6 5 4 3 4 4 

in support of partner’s Opening one spade bid 
there are 7 playing-tricks or more than sufficient 
for a Raise to four. And yet the proper bid is three 
spades because the hand is poor in honor values. 
With such hands, containing predominantly 
distributional values, it is best to ‘‘pull in” a Raise. 

A single Raise is a minimum response because it 
denies values enough for two or more Raises. 


Example 1 
{A minimum Raise) 


The Opening bid is one spade: 

The Response is two spades: 

IV2 ♦ A Q 10 2 

2V2 

0 

4 9 8 43 

'A 

0 C798 

0 

1 

7 A742 

1V2 

1 0 AS42 

1V2 

0 

0 73 

1 

0 ♦ 10 8 7 

0 

V2 

♦ QJ6 

2b 

2V2 

4 

1V2 


3V2 

honor-tricks 

playing- 

honor-tricks 

playing- 


tricks 



tricks 
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The Opening bidder holds a 
minimum bid (2V2 honor- 
tricks), hears a minimum re¬ 
sponse and passes thereafter. 

THE OPENING BID IS— 

One in a suit. 


With one heart less and one 
small diamond—distribution 
4-3-3-3—the proper response 
is one notrump in spite of four 
trumps. 

♦ * 

THE RESPONSE IS- 

Three in the same suit. 


The inferences conveyed by the Responding 
Hand are these: 

Playing-tricks: Between 4 V 2 and G playing- 
tricks. Jump Raises are almost Forcing, and part¬ 
ner should rebid when holding even slight addi¬ 
tional values. 


Example 2 
(// near-game Raise) 


The Opening bid is one spade: The Response is three spades: 


l‘A 4 AQ9 7 2 

3V2 

0 41843 

1 

0 798 

0 

1 7 A 742 

IV2 

1 0 A543 

IV2 

0 0 7 

2 

0 4 10 8 

0 

'A ♦QJ3 2 

1 

2‘A 

5 

i‘A 

5V2 

honor-tricks 

playing- 

tricks 

honor-tricks 

playing- 

tricks 


The Opening bidder holds 
slightly better than a mini- 
nium and should rebid frorp 
three to four. 
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THE OPENING BID IS— THE RESPONSE IS— 

One in a suit. Four in the same suit. 

The inferences conveyed by the Responding 
Hand are these: 

6 to 7 V 2 playing-tricks, including 2 V 2 to 3 honor- 
tricks. 

Each new Raise shows added strength. The 
convention advocated by some writers that a 
Raise from one to three is Forcing and is a Slam 
invitation, but that a Raise from one to game is a 
'‘stop signal,*' is illogical and impractical. A 
Raise from one to game simply shows more tricks 
than a Raise from one to three and for that 
reason is frequently in itself a logical Slam invi¬ 
tation. To make the Raise from one to three 
Forcing is to cripple the bidding on a very im¬ 
portant range of hands which are too strong for 
one Raise and not quite strong enough for three 
Raises. Besides, the Responding Hand loses the 
benefit of free responses from the Opening Hand. 

Example 3 
game Raise) 


The Opening bid is one spade: The Response is Jour spade^: 


iVs ♦AQ1072 3>A 

1 

4 K 8 643 

2 

0 7 98 

0 

1 

7 A742 

IV 2 

1 OA543 

1 V 2 

0 

07 

2 

0 4 10 8 

0 


♦ KJ3 

JL 

2V> 

5 

3 


6 V 2 

honor-tricks 

playing- 

tricks 

honor-tricks 

playing- 

tricks 
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A Slam Raise 

It will be noted that the 
King of partner's bid suit is 
given its full value of 1 trick, 
equivalent to an honor-trick. 

« « * 4 > 

A SLAM RAISE 

THE OPENING BID IS— THE RESPONSE IS— 

One in a suit. Five in the same suit. 

The situation one spade., jive spades by partner 
is practically non-existent. If partner is strong 
enough to invite a Slam by bidding over a game 
contract he will, as a rule, be strong enough to 
make a Forcing Takeout with some other suit 
and thus obtain more precise information from 
partner’s responses at a lower stage of bidding. 
In rare instances, when no other biddable suit is 
available, a Force can be made on any lower 
ranking three-card suit headed by an Ace. 

SHUT-OUT RAISES 

If partner opens with, say, one heart and the 
intervening opponent doubles, any Jump Raise 
by the Responding Hand is a shuUout Raise based 
purely on distributional values. The Responding 
Hand’s failure to redouble logically indicates lack 
of honor strength. 

SECONDARY RAISES 

When an opponent on the left of the Opening 
Hand overcalls (and thus keeps the bidding open 
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for partner) the Responding Hand should not 
Raise immediately with a hand such as this: 

♦ J 9 8 3 7 74 2 <0Q9 7 6 4 46 

Suppose partner opened with one spade and 
opponent overcalls with two hearts. An imme¬ 
diate Raise may easily misinform partner, who 
cannot visualize a hand without an honor-trick. 
A Secondary Raise would forewarn partner. 

OPENING SUIT BIDS OF ONE AND SUIT TAKEOUTS 
THE OPENING BID IS— THE RESPONSE IS— 

One in a suit. One in a dif event suit, 

{One Over One) 

The inferences conveyed by the Responding 
Hand are these: 

When the Responding Hand responds to the 
Opening bid of one with a bid of one in a higher 
ranking suit, the fact that a Forcing Takeout is 
not made is a direct inference that the Responding 
Hand does not contain 3^2 or more honor-tricks, 
or has a 4-3-3-3 distribution; otherwise, a Forcing 
Takeout would have been made. However, a 
simple Takeout may be made on a hand which 
ranges in strength from 1 to 3 plus honor-tricks, 
and hence a game is likely if the Opening Hand has 
some additional value. The inference from a 
simple Takeout is that the Responding Hand lacks 
adequate trump support, but has a biddable suit 
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with from 1 to 3 plus honor-tricks in the hand. 
(See Chapter XII, “The One Over One.’') 

When, in order to overcall an Opening one-bid, a 
Takeout of two is necessary, the inference to be 
drawn is the same as that just stated on the pre¬ 
ceding page, except that the Opening Hand may 
infer that the new trump suit thus shown will be 
better than four cards in length. 


Example 1 

{A Regulation Takeout) 


The Opening bid is one heart: 

0 4 9 3 2 0 

IV 2 7AQJ7 3 

V 2 0 K 10 3 V 2 

V 2 ♦K95 V 2 

2 V 2 4 

honor-tricks playing-tricks 


After the one spade re¬ 
sponse, the Opening Hand 
should bid a negative no- 
trump because it contains, 
J above a minimum; and 
unless partner makes another 
suit bid (when it is necessary 
to show a ‘‘preference'*), pass 
thereafter. 


The Response is one spade: 

V 2 4QJ 8 7 6 2 V 2 

0 ^32 0 

4- 0 J 7 6 5 V 2 

1 4 A3 1 

IV 2 + 4 

honor-tricks playing-tricks 
with spades as 
trumps 

The Respon\Jing Hand 
passes the one notrump re¬ 
sponse of the Opening Hand 
on the next round. 

In this example, if the 
spades and diamonds were 
switched, the response wotild 
be two diamonds, and it 
would carry the same in¬ 
ferences as the one spade re- 





258 Partnership Language 

THE OPENING BID IS— THE RESPONSE IS— 

One in a suit, A Jump two-bid in a 

different suit, 

(when a one-bid is suffi¬ 
cient to overcall) 

The inferences conveyed by the Responding 
Hand are these: 

This is a Forcing Takeout signaling an eventual 
game at some bid yet to be determined. It shows 
about 3 V 2 honor-tricks or more, and also a 
biddable suit. With hands containing about 
4 honor-tricks the suit may be only four cards in 
length. To raise^ adequate trump support is re¬ 
quired in partners hand just as when responding 
to a one-bid. The Opening and Responding 
Hands are now forced to keep the bidding un¬ 
conditionally open until some game bid is reached. 

Forcing Takeouts are restricted to Jumps of 
one-odd trick higher than necessary, A Jump of 
two-odd tricks is not Forcing, though it is an 
“urgent invitation.’’ For instance, one heart- 
two spades is a Forcing Takeout; but one heart — 
three spades simply shows a long trump suit and 
about 7 playing-tricks in all, with but little outside 
honor strength. A Jump four-bid in another suit 
shows about 8 playing-tricks with little or no 
outside honor strength. 
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Example 2 
(J Forcing Takeout) 


The 

Opening Hand 

The Responding Hand 

0 

♦ 7 

2 ♦AK432 

2 

7 A K J 8 6 

+ 

+ 

■C> Q8 6 

0 0 10 

1 

♦ KJ96 

1>A ♦AQS4 3 

3 + 


3 V 2 + 

honor-tricks 

honor-tricks 



The Bidding: 


1 

241 


3 S?' 

4 4|b3 



All pass 


Analysis: 

^ A Forcing Takeout. Note that the spade suit is rather 
weak. A Forcing bid shows strength in the hand and at¬ 
tempts to find out what is the best suit. 

2 Showing a rebiddable suit. 

^ Showing a second possible suit, implying the question, 
“Is this any better, partner?’* 

^ Showing at least 2 playing-tricks more than already 
shown by the three heart Rebid. The singleton spade is 
worth 2 tricks with four trumps. Besides, the hand has 3-f 
honor-tricks. A bid of only five clubs would look like a mere 
“preference.” 

From the nature of responses by the Opening Hand to the 
Forcing Takeout, the Resjx)nding Hand can in turn determine 
the Rebid strength, if any, and the distribution of the Opening 
Hand. 

Any other but a two notrump response indicates Rebid 
values as follows: 
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A three heart bid shows a Rebid trump suit (about 4 trump 
tricks). J Jump Rebid to four hearts shows a powerful six- 
card or longer trump suit containing hut one possible loser, 

A three spade Raise shows as good as Q 3 2 or four small 
trumps and one more playing-trick than was shown by the 
Opening bid. 

A four spade Raise shows good spade support and at least 
2 more playing-tricks. 

A three no trump bid shows at least 3V2 honor-tricks 
since it is a Jump over the two no trump required. To illus¬ 
trate: Add ^ low and 0 J it' beu of 4^ 6 and 0 b. 

There remain many more inferences which 
can be drawn even by average players once the 
simple mechanism of the Forcing principle and 
responses is grasped. 

Consider the wealth of precise and logical in¬ 
formation rapidly exchanged between partners 
through a mounting series of Forcing bids and re¬ 
sponses. It is obvious that only the Forcing 
method offers such a multiplicity of bids involving 
neither the risk of premature passing nor the 
danger of futile overbidding. 

OPENING SUIT BIDS OF ONE AND NOTRUMP 
TAKEOUTS 

THE OPENING BID IS— THE RESPONSE IS— 

One in a suit. One notrump. 

The inferences conveyed by the Responding 
Hand are these: 

•Partner has inadequate trump support or, if 
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holding adequate trumps, unfavorable distribu¬ 
tion for the trump bid. Partner also lacks 
some other biddable suit for a Regulation Takeout 
(either he cannot overcall with a bid of one in a 
higher ranking suit, of he deems it inadvisable to 
overcall with two in a lower ranking suit, due to 
the weakness of the suit). 

The negative one notrump response keeps the 
bidding open without increasing the contract, and 
at the same time warns partner that although the 
hand contains about IV 2 honor-tricks, it does not 
contain more than 2 V 2 honor-tricks. 

The negative one notrump is a logical corollary 
of the Approach-Forcing principle. Some players 
and writers who are, as the French say, ''plus 
royaliste que le roif' practically nullify the value 
of a good principle by abusing it with bids of one 
notrump on as little as a Queen and a Knave, and 
sometimes even less. At least 1+ honor-tricks 
is the indispensable minimum basis for gauging 
the Rebid values in the Opening Hand, 

Bids of one notrump merely to announce that 
the hand is quite weak or, worse still, merely be¬ 
cause a singleton is held in partner’s bid suit, 
upset the delicate balance of Rebid values, 
especially with the type of hands in which the 
bidding is already very close. As a result the 
valuable part-scores are squandered on futile at¬ 
tempts for game and unnecessary penalties are 
incurred. 
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By a strange ricochet the very players who 
indulge in *'ultra-negative*' notrump rescues 
will frequently fail to contract for a successful 
game when partner holds 1 Vs honor-tricks. 

Example 1 

(The ^^negathe'^ one notrump) 

The Opening hid is The Response is one 

one heart: notrump: 




i.t) 

0 432 0 

'A4QJ4 

■A4QJ4 

l‘A <^2AQ8 7 2 V 2 

0 ^9G 

1 ^JC9S 

•AOQJ7 6 1 

1 0 A 10 3 2 

'A 0 K 9 8 4 

>A4QJ2 ‘A 

0 4 75 43 

0 49 8 6 

2*A 4 

I'A 

2 

honor-tricks playing- 

honor-tricks 

honor- tricks 

tricks with 



hearts as trumps 


After a “negative” 

one Note that 

in the second 


notrump Takeout the Open- example (h)^ the Responding 

ing Hand should not bid Hand bids one notrump al- 

again unless holding from 1 though holding K 9 5 in 

to H /2 honor-tricks in excess trumps. The distribution is 

of the 2 V 2 already shown, or inadequate for a trump bid— 

added length in trumps, lacking ruffing values in short 

With 3V 2 to 4y2 honor-tricks suits. A count of the hand 

(depending on distribution) in support of the heart bid 

the Opening Hand should discloses but 2 V 2 playing- 

raise partner’s one notrump tricks, which is sufficient 

to two notrump. For ex- only for a Raise from one 

ample, substitute 4^ A for to two. This type of hand 

4^ 3 in the hand above. is best played at notrump. 

When holding about 4V3 (Though not, strictly speak- 
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honor-tricks, depending on 
distribution, the Opening 
Hand raises partner’s one 
notrump to ihree notrump. 
For example, substitute 
^ A K for ^ 3 2 in the hand 
above. 


ing, an honor-trick, the heart 
King is given its full value of 
1 trick because partner has 
bid hearts.) 


THE OPENING BID IS— THE RESPONSE IS— 

One in a suit. Two notrump. 

The inferences conveyed by the Responding 
Hand are these: 

A Jump Takeout with two notrump is not 
absolutely Forcing, but partner should rebid 
with the slightest excuse: a plus value or almost 
anything but a bare 2V2 honor-tricks distributed 
4 -. 3 - 3 - 3 . It denies a biddable suit but shows 
about 2V2 (to about 3V2) honor-tricks. With 
a bare 2V2 honor-tricks distributed 4 - 3 - 3-3 
(trump) avoid the Jump two notrump. 


The Opening bid is 
one heart: 

V 2 4X2 
IV 2 7AQ32 
V 2 OQJ76 
V 2 ♦QJ2 


Example 2 

The Response is two 
notrump: 

V 2 IV 2 ♦AQ4, 

2V2 + S? J 6 

1 1 0 A 10 3 2 

V 2 0 * 7 5 43 


3 4 V 2 2 V 2 + 

honor-tricks playing-tricks honor-tricks 

with hearts 
as trumps 
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^ The Opening Hand has 3 In the preceding example, 
honor-tricks and therefore a substitute the ^ A for the 
Raise to three notrump. ^ 7. This will give about 

3 V 2 honor-tricks, the value 
required for three notrump. 
About the same honor 
strength is required for a 
three notrump Takeout as 
for a Forcing suit Takeout. 
The only difference is that the 
notrump Takeout denies a 
biddable suit* With a five- 
card biddable suit, even a 
minor, the Forcing (suit) 
Takeout should be preferred. 

OPENING ONE NOTRUMP BIDS AND SUIT TAKEOUTS 
{For notrump Raisesy see Valuationy Chapter III.) 

THE OPENING BID IS— THE RESPONSE IS 

One notrump. Two in a suit. 

{A Regulation Takeout) 

The inferences conveyed by the Responding 
Hand are these; 

The minimum: 

Either a five-card suit—major or minor— 
headed at least by a Queen, with about IV2 
honor-tricks in the hand; or any six-card suit 
with but 1 honor-trick in the hand. 
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The maximum: 

A biddable suit and not more than 3+ honor- 
tricks in the hand. 


Example 1 


The Opening Hand 

1 ♦ K J 9 1 

1 7 A 10 9 6 IV 2 

1 0 A 6 5 4 IV2 

IV2 ♦AQ 2 V 2 

4V2 6V2 

honor-tricks playing - tricks 
in support of 
hearts 


The Responding Hand 

0 4 10 5 4 0 

1 ^ K J 5 43 3 

0 0 73 0 

V 2 ♦ K 7 4 V 2 

IV2 3V2 

honor-tricks playing - tricks 
with hearts as 
trumps 


The Bidding: 

1 N 27 

4 0^* All pass 

Analysis: 

^ The haijd contains no biddable suit. 

* After subtracting 2^!^ honor-tricks from the Opening bid 
there remain 2 honor-tricks and a doubleton club in support 
of the heart Takeout. Hence a double Raise. 

If a low club is added to the Opening Hand and a low 
diamond taken away, the hand counts but about 5 playing- 
tricks and is worth only one Raise. With distribution 4-3-3-3 
and iVa honor-tricks over the minimum this hand will have, 
however, a Rebid to two notrump. While it is true that a 
hand can be made to prove any point, this example graphically 
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explains the remarkable flexibility and precision of the Distri¬ 
butional Count in all situations. 

THE OPENING BID IS- THE RESPONSE IS— 

One notrump. A Jump to three in any 

suit, 

{A Forcing Takeout) 

The inferences conveyed by the Responding 
Hand a^e these: 

The minimum: 

A biddable suit and 3V2 or more honor-tricks; 
exceptionally (with unbalanced distribution or a 
solid trump suit) 3 honor-tricks. After a vulner¬ 
able one notrump (which shows about 4 honor- 
tricks), a Forcing Takeout may be shaded to 
2V2 honor-tricks with a fair trump suit. The 
Forcing Takeout assures a reasonably certain 
game either at a suit or at notrump. 


The Opening Hand 

♦ QJ 9 3 
7 AQ3 

0 K 10 6 3 

♦ 73 


Example 2 


The Responding Hand 

♦ A 

^4 

0 AQJ75 

♦ K Q 10 8 5 4 


INTI 
3 NT* 
40 
All pass 


The Bidding: 


30 
4 4 * 

6 0 (see Slam Bids) 
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Analysis: 

1 It is assumed that the Opening Hand is not vulnerable. 

^ After a minor suit three-bid the three notrump does not 
necessarily deny fair trump support. A four diamond bid 
would shut out the three notrump, and the Opening Hand 
may be too weak to play for five-odd at diamonds. 

® The bidding is now automatically Forcing until game is 
reached. The diamond suit is fairly strong—hence no neces¬ 
sity to bid the club suit first. The Opening Hand has tech¬ 
nically a Raise in diamonds but, lacking Aces and distribution, 
fears to encourage a Slam. 

* « « ♦ 


THE OPENING HAND BIDS- THE RESPONSE IS- 

One heart. Two spades. 

Four hearts! 

This bid is in accordance with the new inference 
in the Culbertson System of 1933 to show a six- 
card or longer suit containing not more than one 
loser. A double Jump in one's own suit after 
any strength-showing bid by partner does not 
necessarily show added honor values but does 
announce a near-solid trump suit. The inference 
is valuable for Slam bids when partner holds a 
doubleton or a singleton of a player’s suit. (See 
Regulation Takeouts.) 

SIGN-OFF (rescue) BIDS 

In the Culbertson System there are no rescue 
bids except when the Responding Hand has bid 
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and repeated the bid of the same suit at least 
twice and is at the level of three-bids. To illus¬ 
trate: 


T/te Opening Hand The Responding Hand_ 

1. INT 

2 NT 3 S?! (Sign-off) 

or 

20 

3 <C>! (Sign-off) • 

In either of the preceding situations the Re¬ 
sponding Hand had the choice of bidding four in 
a suit or three notrump instead of three hearts or 
three diamonds. The inference is therefore clear 
that it is a Sign-off bid. A Sign-off bid shows a 
six-card or longer suit with / honor-trick or less in 
the hand. For example, a hand like the following: 

44 ^K97543 0 Q9 42 + 10 5 


,2. 1 N T 

2 NT 


FORCING TWO-BIDS AND NOTRUMP RESPONSES 


THE OPENING BID IS- 

Two in a suit. 

The inferences con¬ 
veyed by the Opening 
Hand are these: 

1 . A biddable suit— 
possibly only four cards. 


THE RESPONSE IS— 

Two notrump. 

The inferences con¬ 
veyed by the Respond¬ 
ing Hand are these: 

A minimum response 
to denote a hand con- 
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2. In all, at least 
5 V 2 honor-tricks in 
three suits with any 
biddable suit; or, with 
a strong six-card suit 
or a two-suiter, 5 honor- 
tricks in three suits; or, 
with freaks and solid 
suits, 4 V 2 honor-tricks. 
With distributions 
4-3-3-3 and 4-4-3.2, 
a bid of one is preferable 
to a Forcing two-bid, 
even with 5 V 2 honor- 
tricks, if partner is an 
advanced player. 

An Opening two-bid 
is primarily a method of 
arriving at a game bid, 
and secondarily a 
method of arriving at a 
Slam bid. 

That an Opening two- 
bid should be stronger 
than an Opening three-, 
four- or five-bid is not 
illogical. Opening 
three- or higher bids 
show a long, practically 
solid trump suit. Most 


taining 1 or less honor- 
trick. The two no- 
trump response safe¬ 
guards the Opening bid¬ 
der against losing Slam 
attempts. Even if able 
to raise, or if holding a 
five-card suit headed 
by a King or QJ but 
no outside strength, 
two notrump must be 
bid in preference to a 
suit. Very freakish 
hands are no exception. 
fFith an absolutely 
worthless hand the Re^ 
sponding Hand must 
still bid. This appar¬ 
ently insane procedure 
is not only safe but will 
prove to be the most 
advantageous, because: 

1. The Opening bid¬ 
der holds a hand of such 
tremendous strength 
that, if it were not for 
the Forcing principle^ he 
would be forced to bid 
directly for a game or a 
Slam without the bene- 
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very strong hands, how¬ 
ever, contain trump 
suits which are not es¬ 
tablished and require 
additional information 
from partner to deter¬ 
mine whether a suit or 
notrump offers better 
chances for game. The 
Forcing two-bid obtains 
this information and at 
the same time elimi¬ 
nates the risk of partner 
passing before game is 
reached. For this rea¬ 
son, Opening five-bids 
in major suits or direct 
Slam bids are practi¬ 
cally eliminated in the 
Culbertson System. All 
very strong hands must 
first “be passed through 
the sieve” of Forcing 
bids. The minimum re¬ 
quirements for two-bids 
are so balanced that 
the greatest possible 
number of powerful 
hands is covered; at 
the same time, if part- 


fit of precise informa¬ 
tion that he may obtain 
from partner at a low 
stage of bidding. Thus, 
with a hand such as 
4 AKQ2 S? A KQ2 
OAKQJ 47 

and the possible Dummy 
♦ J43 ^54 

0 9 7 6 4 3 ♦ 10 8 4 

a three notrump bid 
would quite likely be 
penalized; a game or a 
Slam will, as a rule, de¬ 
pend on discovering the 
longest suit in the 
Dummy. If there be 
no such long suit but, 
instead, a stopper in 
clubs, the notrump can 
always be bid later. 

2 . The two-bid cov¬ 
ers the most important 
range of powerful hands, 
many of which are 
freaks requiring several 
rounds of assured bid¬ 
ding for precise elucida¬ 
tion. As a result, the 
range of inferences in 
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ner be trickless or the 
distribution putrid, the 
maximum (very occa¬ 
sional) loss would not 
exceed 1 trick. If the 
requirement for a two- 
bid be even IV 2 honor- 
tricks too high, the use¬ 
fulness of a two-bid will 
be considerably limited; 
on the other hand, a 
two-bid is one bid that 
cannot be '‘shaded” 
without risking a heavy 
penalty. 


one, three and higher 
bids or responses ac¬ 
quires an extraordinary 
definiteness and scien¬ 
tific precision. 

3. An artificial two 
or one club bid, used by 
some players to indicate 
a powerful hand, is cer¬ 
tainly superior to any 
so-called “natural” or 
“common sense” 
method, but it has many 
serious disadvantages, 
and for this reason has 
been dropped in favor 
of the Forcing two-bid 
in a playable suit by all 
the master players ex¬ 
cept one. The very 
fact that the club bid is 
so highly artificial leads 
to a confusion of bid¬ 
ding inferences. The 
.artificial club and dia¬ 
mond bids which show 
great honor strength 
are inextricably mixed 
up with the real club 
and diamond bids which 



272 


Partnership Language 

show distribution (suit 
lengths). As a result 
of this waste of 
inferences and bids 
(wholly unnecessary 
with Forcing two-bids 
with which both the 
strength and length are 
shown in a single bid), 
neither partner really 
knows the precise dis¬ 
tribution of hands and 
suits in combined hands. 
The fact that some sort 
of convention govern¬ 
ing the tactics with 
powerful hands is indis¬ 
pensable, has been ad¬ 
mitted by all except a 
handful of die-hards in 
America and abroad. 
Not wishing to make 
even a slight mental 
effort to understand the 
logical beauty of infer¬ 
ences which underlie 
any Forcing bid, they 
agitate in favor of a 
“no convention game,’’ 
not realizing that, in so 
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doing, they are blissfully 
inconsistent: for the 

very same people are 
the loudest in insisting 
that partner lead the 
Jourth best of his suit or 
that he bid on a mini¬ 
mum of ''sure tricks '"— 
two of the oldest and 
most artificial conven¬ 
tions in Bridge. 

Example 1 



{The ''bust*' 

’ two notrump) 


The Opening Hand 

The Responding Hand 

2 

♦ A KQ5 3 

0 

4 64 

2 

7 A KQ4 

0 

7 J652 

1 

0 A 10 

0 

0 87 54 

0 

443 

0 

4962 

5 


0 



honor-tricks honor-trick 


The Bidding: 

24 2 N 

3 S?* 47 

All pass 

Analysis: 

1 The two notrump response covers hands ranging in value 
from 0 to 1 honor-trick, 

2 In spite of the two no trump response the bidding must 
continue until some game bid is reached. 

The hands will probably make four hearts. 
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Example 2 


The Opening Hand 
2 4 A K Q 10 3 

2 ^ A K 10 4 

2 0 A K. 10 

0 44 


The Responding Hand 

0 43642 

0 '^3 2 

V'i OQJ53 

0 4962 


6 

honor-tricks 


V2 

honor-trick 


The Bidding: 

2 4 2 N 

3 ^ 3 4 

5 4^ 6 4!^ 

All pass 

Analysis: 

^ The Responding Hand has one Raise in spades. He 
should, however, first warn partner that the hand contains 
1 or less honor-trick. 

2 The Opening bidder infers that partner is likely to have at 
least three small spades; otherwise he would have bid three 
notrump, confirming the first minimum response. Hence, the 
Opener can count but 1 loser in his spade suit; the club is 
almost a certain loser, but if partner has two hearts, four 
spades and as little as the () J, there is a play for a Small 
Slam. At any rate, five spades is reasonably certain— which 
he bids. Technically he has a five notrump bid, which shows 
three Aces and at least a King of the bid suit; but in view 
of partner’s minimum responses he abstains (see Slam bids). 

® The Responding Hand has somewhat more than partner 
has a logical right to assume. Hence six spades. With Ex¬ 
ample 2 one or two writers recommend bidding one spade be¬ 
cause the hand does not contain the ten sure tricks required for 
their two-bids. Partner naturally passes and the hand is 
played at one spade, bid and made. 
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THE OPENING BID IS- THE RESPONSE IS— 

Two in a suit. Three notrwnp. 

The inferences conveyed by the Responding 
Hand are these: 

From 1V 2 to 2 V 2 honor-tricks. Lack of normal 
support in partner’s bid suit. Lack of any other 
biddable suit. 


Example 3 


The Opemnx Hand 

1 4 A4 

2 S?AKQJ10 6 
IV 2 0 AQ7 3 

L. 

4V2 

honor-tricks 


The Responding Hand 

1 4KQ 

0 7432 

0 K 10 5 2 
_ ♦ Q 6 3 2 

2 

honor-tricks 


The Bidding: 

2 ^ 3 N Ti 

5NT2 

Analysis: 

^ A hand with even IV 2 honor-tricks is strong when com¬ 
bined with the 5 honor-tricks shown by partner. Opponents 
at the maximum could hold the equivalent of only 2 tricks. 
(See Rule of Eight.) 

2 A new Forcing bid which shows three Aces and ^ K (see 
Slam Bids). If the Opener held four Aces his bid should have 
been four notrump and then five notrump. 

» A “Sign-ofT’ bid in this case, denying A. A “Sign-ofF” 
or minimum response after the Forcing notrump is always 
made with the lower ranking bid suit. It is obvious, of 
course, that the Opener would not place his partner in such a 
predicament unless he himself held a very powerful heart suit. 
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With Example 3, it is quite likely that if the Four-Five No- 
trump convention were not used, a Grand Slam bid would be 
reached and set 1 trick. 


THE OPENING BID IS- THE RESPONSE IS- 

Two in a suit, (Fhe notrump,, Forcing,) 

The inferences conveyed by the Responding 
Hand are these: 

At least 3 honor-tricks, including an Ace. 

F^xample 4 

Responding Hand 

1 4kq 

0 7 432 

V 2 0 K 10 5 2 
Jiy2 ♦ A Q 3 2 
3 

honor-tricks 
The Bidding: 

27 5NT 

77 ^ All pass 

^ The Opening Hand may now certainly bid the Grand 
Slam. 


The Opening Hand 

1 4 A4 

2 7AKQJ106 
FA 0 AQ7 3 

2_ ♦J 

4V. 

honor-tricks 


An Ancient Fallacy 


Example 5 


The Opening Hand 

♦ AKQ2 
7 AKQ7 
0 AKQJ 

♦ 3 


The Responding Hand 

♦ 3 

7 8 64 
0 98762 
49 8 7 6 
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The Bidding: 


24 

2NT 

3 7 

3NT 

40 

5 0 

6 0 



Analysis: 

While anything may happen even with such a powerful 
hand, the two-bid offers a choice of three suit bids and a no- 
trump. One writer seriously advocates bidding originally 
two notrump on this hand instead of two spades. The reason, 
he states, is that the Declarer will be forced to ruff a club lead 
and thus remain with but three trumps. This is, as previously 
explained, a revival of an old fallacy that held up the develop¬ 
ment of four-card suit bids for fifteen years. If four trumps 
are held in the Dummy, the Declarer, far from fearing a ruff in 
his own hand, welcomes it, and frequently does it himself. His 
own hand becomes the Dummy while Dummy’s four-card trump 
suit becomes the principal length. Seriously to advocate a 
two no trump Opening bid (at least three notrump is a lesser 
atrocity) and thus suppress three biddable suits is simply to 
show a profound ignorance of the mechanics of modern four- 
card suit plays. 

FORCING TWO-BIDS AND RAISES 

Suit Raises of Opening two-bids obviously 
require a scale different from and lower than that 
for suit Raises of Opening one-bids. Another 
difference is that, unlike Opening one-bids, the 
full value of available Raises need not, in many 
cases, be given at once. Since partner must keep 
the bidding open up to game, it will be found ad¬ 
visable in some cases not to overcrowd the bid¬ 
ding range until he has been heard from again. 
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The first Raise should be given on adequate 
trump support (Q 3 2 or four small) and at least 1 
honor-trick outside. Two Raises require slightly 
better than adequate trumps (four trumps headed 
by a Knave or three headed by a King) or pro¬ 
portionately greater honor strength. Two Raises 
are given, therefore, with slightly better than ade¬ 
quate trumps and (1)2 honor-tricks outside; or (2) 
iy 2 honor-tricks outside and a doubleton; or (3) 
but 1 honor-trick outside and a singleton. The 
Ace or two honors in the trump suit will propor¬ 
tionately enhance the value of the hand. 

Suppose partner bids two spades and you hold: 

41 10 432 7532 OA864 ^85 

With adequate trump support in spades and 1 
honor-trick, you have one full Raise. If partner 
rebids to five spades your doubleton club justifies 
a Raise to six. 

Again, suppose your partner opens with two 
spades and you hold: 

♦ J43 2 753 0AQ62 ♦K54 

Your 2 honor-tricks, plus a doubleton heart, in 
addition to good trump support, justify a triple 
Raise to five spades. Of course 3 too much reli¬ 
ance should not be placed on singletons or double- 
tons, as in the case of Opening one-bids. Slam 
bids are much more a matter of top cards than 
game bids. For this reason, if a hand contains a 
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purely distributional Raise or Raises and does 
not contain more than / honor-tricky partner should 
respond with two notrump and raise subsequently. 

When the Responding Hand contains 1 honor- 
trick in the suit bid by partner and but a plus 
value outside, the proper response is also two no- 
trump. In other words, holding: 

4A432 ^875 (>10 83 ♦J94 

two notrump should be bid over an original bid of 
two spades. 

FORCING TWO-BIDS AND SUIT TAKEOUTS 
THE OPENING BID IS— THE RESPONSE IS 

Two in a suit. Two (c>r, if the lower 

rank of the suit so 
requires^ three) in a 
different suit. 

The inferences conveyed by the Responding 
Hand are these: 

At least 1 + honor-tricks in the hand. In the 
suit V 2 honor-trick (Q J or K), if the suit is of five 
cards; and even no honors if the suit is of six cards. 

When the hand contains more than a minimum 
of 1 + honor-tricks it is permissible to bid a shaded 
suit as weak as Q IO 4 3 2, or J 10 4 3 2. 

To illustrate, suppose your partner has opened 
with two diamonds and you hold: 

♦ K987S O10S4 ^10 9 

The proper response is two notrump. If partner 
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bids three notrump—pass; if partner bids, say, 
three diamonds, show the spades. 

But if you hold: 

4K9875 7A32 0 10 54 4 10 9 

The proper response is two spades. The hand 
contains IV 2 honor-tricks. 

Contrary to the procedure in Raises and no- 
trump Takeouts, the Responding Hand should 
f70i jump the suit Takeout no matter what its 
strength^ but should respond as low as possible 
until a game bid is reached. The full strength 
of the hand should be disclosed only after hearing 
again from the Opening bidder. Since the bid¬ 
ding will be kept open in any event, the high 
Jump suit Takeouts may seriously interfere 
with partner and prevent him from showing the 
precise lengths of his suits, through Rebids at a 
low range of bidding. 

OPENING THREE-BIDS AND RESPONSES 

Opening minor suit three-bids show a six- or 
seven-card suit with no possible loser and a motley 
of Queens and Knaves outside. * They, therefore, 
invite partner to a sporty three notrump. Most 
hands which justify this high Opening minor bid, 
however, are better bid as suit bids of one or, 
if the distribution is quite freakish, as strength- 
showiiig bids of four. 
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Opening major suit three-bids are half shut¬ 
out and half strength-showing bids. They show 
a powerful trump suit worth at least 5 sure trump 
tricks, and from 1 to IV 2 honor-tricks outside the 
suit. If vulnerable, they guarantee about 8 
playing-tricks; if not vulnerable, between 7 and 8. 

Consequently the inferences from the Re¬ 
sponding Hand are these: 

A Raise from three to four of a major suit shows 
about a “plus” better than 1 honor- or distribu¬ 
tional trick. Holding these, the Responding 
Hand should raise an Opening major suit bid of 
three to game regardless of trump support. 
About 8 winners are assured in the Opening Hand 
and, with 1+ winners in the Dummy, a Raise to 
four-odd is justified, allowing a leeway of an extra 
trick which can generally be found by developing 
a distributional value or an end-play. If not 
vulnerable, inasmuch as the bid may have been 
made on slightly less strength, about 2 playing- 
tricks are necessary to justify a Raise. Minor 
suit four-bids show 9 playing-tricks vulnerable, 
and from 8 to 9 not vulnerable. They also show 
very freakish distribution, inasmuch as a delib¬ 
erate attempt to shut out a possible game at three 
notrump has been made. Slam bids, far from 
being excluded, are facilitated through the fact 
that the opener shows a strong trump suit, at 
least 1 honor-trick outside and about 8 winners. 

The same rules apply for Raises of Opening 
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minor suit bids of four, which are, much more than 
major suit bids of three, strength-showing bids 
Opening major three and minor four bids are 
quite effective in trapping opponents. 


Example 1 


TAe Opening hid is 
three spades: 


♦ AQJ 9 63 2 

0 643 

♦ AQ3 


The Response is 
four spades: 

(a) or (h) 

4 8 5 4 4 8 

10 964 <^8432 

0 2, 0 A 10 8 7 

4 10 8 5 2 4 J 10 9 5 


The Opening Hand is, of course, much too strong for a pure 
shut-out bid of four spades. Many would prefer a bid of one 
spade. The hand is too freakish and, if partner is weak, oppo¬ 
nents may easily find a game fit in hearts or diamonds if al¬ 
lowed to build up their inferences gradually. Furthermore, 
a three spade bid here is an ideal trap for an unwary opponent. 

A four-bid in another suit is an indirect Raise 
and therefore partner must revert to his original 
suit if holding insufficient support. It does not 
necessarily show a strong suit. 


OPENING MAJOR FOUR-BIDS AND MINOR FIVE-BIDS 
AND RESPONSES 

{Pure Overbids) 

Four in a major and five in a minor are Pre¬ 
emptive (shut-out) overbids. The hand guaran¬ 
tees a long and powerful trump suit but promises 
not more than 1 honor-trick outside and may 
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contain no outside honor strength whatever, and 
generally is unsuited for any other bid or for a 
Penalty Double or for a Slam. 

There is nothing illogical in the fact that a 
game or four-bid is actually much weaker than 
lower bids when one considers that defensively 
such hands are practically worthless. There¬ 
fore, assuming partner to be weak, the only hope 
lies in bidding high enough to shut out oppo¬ 
nents or at least to drive them into a wrong 
bid. If a penalty is suffered it will be at worst 
the equivalent of a game that might otherwise be 
scored by the opponents. 

The procedure of the Responding Hand is 
consequently predicated upon the minimum 
shown by partner: 

The Opening four-hid in a major suit shows: 

When vulnerable—8 sure winners.* Maxi¬ 
mum paying loss—500 points. 

When not vulnerable—7 winners. Maxi¬ 
mum expected loss—450 points. 

The Opening five-bid in a minor suit shows: 

When vulnerable—9 sure winners. Maxi¬ 
mum possible loss—500 points. 

When not vulnerable—8 winners. Maxi¬ 
mum expected loss—450 points. 

7 - 

* With a cautious partner this requirement may be shaded 
to 7 sure tricks plus. 
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A Raise from four to five in a major or from 
five to six in a minor, when forced by opponent's 
Overcall and when game is decidedly in jeopardy, 
shows about 2 playing-tricks if vulnerable, and 1 
playing-trick if not vulnerable. 

Here the Raise is a purely defensive overbid 
and should not be made unless it is reasonably 
certain that opponents will score game. Also, 
the danger of driving the opponents into a suc¬ 
cessful Slam bid must be kept in mind. 

When the Raise is free—that is, when opponents 
pass—it obviously invites a Slam and shows from 
3 to 4 winners (depending on the bid) including at 
least 3 honor-tricks, vulnerable or not vulnerable. 


Example i 


(A Forced Raise) 

The Opening Hand The Responding Hand 


4 10 9 3 2 

OAKQ10 9854 

♦ 5 

The Bidding: 

The Opening Hand The Opponent 
{not vulnerable) 

5 O' 


♦KJ7 6 
^985 
0 762 
4b864 


The Responding Hand 
6 0 * 


Analysis: 

‘ It is possible that only 7 tricks can be made and if part¬ 
ner’s hand is blank a loss of 700 points will be sustained. Such 
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a gamble is worth while, since if partner has no tricks the op- 
ponents are practically certain to score game or even a Slam; 
if driven into a wrong bid or if pushed a trick too high the 
opponents will lose full value of the game plus a penalty. If 
partner has anything, a game in diamonds is quite likely. 

* The Opening Hand calculates his paying loss on the 
basis of a trickless Dummy. The Responding Hand has 1 
trick and therefore raises once. Against the opponents, the 
Responding Hand can see 2 defensive tricks for the combined 
hands, but no more. 



Chapter XIV 
THE DEFENDING HAND 
I. Defensive Overcalls 

The hand that enters the bidding after one of 
the opponents has opened the bidding is called 
the Defending Hand, and its bids are called De¬ 
fensive Overcalls and Takeout Doubles. 

The essential fact about the Defending Hand is 
that any bid must be made in the face of honor 
strength already shown by the adverse Opening 
bid. Therefore, unless considerable honor strength 
is held or the distribution is unusual, or, unless 
opponents have made a “psychic/^ there is little 
hope for game, especially in minor suits or at 
notrump, while a Slam is practically out of the 
question. This makes it all the more imperative 
to try and block the opponents from getting 
together for game or even for part-score, and to 
conduct by means of Defensive Overcalls, judi¬ 
ciously but boldly employed, a species of guerrilla 
warfare. To allow the opponents to take full ad¬ 
vantage of Approach methods of bidding, without 
molesting them, simply on the ground that you 
cannot score game, is a costly fallacy. Each 
Defensive bid, judiciously made, diminishes the 
number of low bids available to opponents and 
consequently increases their margin of guesswork. 
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Besides, there is the important psychological 
factor of inhibiting and confusing the opponents. 
The loss suffered through occasional Penalty 
Doubles as a result of “nuisance tactics’’ is in¬ 
significant when compared with the large though 
mostly invisible advantages. 

With strong hands it is equally unwise to re¬ 
frain from bidding except for reasons of strategy. 
The part-score value alone (roughly 160 points) 
makes it worth while to bid, whenever able, 
either to secure a part-score or to prevent the 
adversaries from doing likewise. Then there 
are profitable penalties accruing from deftly 
handled and spirited bidding not available to a 
passive temperament. 

Passing with good hands aftei an opponent’s 
Opening bid of one, to lie in wait in the hope of 
doubling the adversaries at a higher contract, is 
justifiable only for strategical reasons, especially 
when one is reasonably assured that the adversaries 
or partner will bid again. 

For instance, after the artificial club bid, a 
pass with a very strong hand is justified because 
there will be another opportunity to bid. 

A pass with a certain type of strong hand works 
very well also against players who have acquired 
the vicious habit of making one notrump Takeouts 
on as little as a Queen and a Knave after part¬ 
ner’s Opening one-bid. Here the opponents will 
often trap themselves into a disastrous contract, 
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and the best policy is to give them plenty of rope 
by sitting tight. A good general principle to 
follow is to reserve the “silent traps’’ for oppo¬ 
nents who are vulnerable or whose bidding 
methods are so vague that they must largely rely 
on inferences which are conveyed through the 
general fact that the opponents (sign of 
strength) or pass (sign of weakness).* With 
vulnerable opponents a pass by a player on the 
left of the Opening Hand is often justified even 
with a very strong hand, provided that the dis¬ 
tribution is such as to render a game at his own 
bid problematical. There is the possibility of a 
vulnerable penalty of 2 or 3 tricks, if the partner 
of the Opening Hand is weak; and the possibility 
of a disastrous penalty if the partner of the 
Opening Hand is just strong enough to push his 
own partner over the precipice. Even with 
♦ AKQ8 643 2 S? — 0QJ109 48 
a psychological pass over an opponent’s Opening 
one heart bid is fairly safe; in fact, it is the best 
bid, if the opponents are not vulnerable, since it is 
* It is here that the difference between a scientifically 
trained mind and a mind that knows only the difference be¬ 
tween black and white is apparent. An expert mind will 
also think ‘‘sign of strength*’ if the opponents bid and **sign 
of weakness" if the opponents pass, but he will make a mental 
reservation expressed by the words "provided..." or "un- 
less..." and thus suspend his judgment until a chain of 
new inferences turns the merely probable into a reason¬ 
able certainty. 
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almost certain that the bidding will continue. 
A straight bid of four spades conveys too much 
information to the opponents. Here the surprise 
element may easily be utilized to the best ad¬ 
vantage. 

Barring such special situations, Fabian waiting 
tactics will not win. The adversaries will usually 
play the hand at some low bid and either secure a 
part-score or their loss will be insignificant. The 
best way to trap the enemy is by bidding up— 
boldly but dexterously. It goes without saying 
that aggressive tactics are dangerous in face of 
the strength already displayed by the enemy; 
they are successful when precise requirements 
are fulfilled and inferences are carefully exchanged. 
A player must remember that the hammer of the 
Opening bid is already over his head and that, 
when he is in the position of Second Hand, he 
may meet the anvil on his left. The extremes of 
vulnerable and non-vulnerable penalties impose, 
therefore, a double standard of Defensive bidding. 

THE CULBERTSON RULE OF TWO AND THREE* 
the fundamental principle governing all overbidding 

IN EXPERT play 

Except with a few rock-crushers, the value of 
any hand is relative, being dependent on the re- 

* The Rule of Two and Three has been developed by the 
iiuthor for the Culbertson System of 1933 in order to remedy 
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entries, stoppers, trumps and other suit lengths in 
partner's hand. Finesses must be made by leads 
from the Dummy, and Declarer's losers must be 
ruffed or side suits established on which losers 
from Declarer’s hand can be discarded. All this 
requires time (stoppers) and re-entries in partner's 
hand. 

The difficult problem is, How many tricks (which 
are also stoppers, re-entries, etc.) may be expected 
from partner? The limits of our bidding, the 
safety margin of our hands, will largely depend on 
the number of tricks which logically or mathe¬ 
matically we have the right to expect in partner's 
hand. 

This problem is successfully solved when partner 
has made any kind of bid. At least we know 
that he has a definite minimum and that, ac¬ 
cording to the kind and number of his bid this 
minimum is either higher or lower. The situation 
is quite different when partner has passed or has 
not yet bid. Caution demands that the latter 
situation should be treated, in the main, as though 
partner had passed, for he may easily hold a very 
weak hand. In either case, a player is confronted 
with a difficult problem, especially if he is forced 
to bid high. Should he "'piny safe*' and expect a 

two of the greatest weaknesses of players including the experts: 
excessive overbidding and excessive underbidding. This im¬ 
portant rule is the basis of practically all bids other than 
Opening bids of one and two and responses to them. 
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blank, or should he ‘‘take a flyer,** hoping to find 
partner with something? The answer is that he 
should do neither. 

To expect too much in partner*s hand would 
lead to severe penalties. To expect “nothing** 
in the Dummy would lead to an even greater evil 
—gross underbidding. 

On the other hand, always to expect in the 
Dummy a fixed “average** number—say, 2 tricks 
—is mathematically absurd. The minimum- 
maximum range of trick expectancy may vary from 
zero to 2+ honor-tricks, if partner has passed, and 
even more, if partner has not yet bid. Besides, 
partner*s distribution may vary to extremes even 
with few honor values and there are some blank 
hands which are easily worth two or three Aces. 
The only mathematical solution of this perplexing 
problem lies in the following sliding scale of ex¬ 
pectancies: 

When partner has made no bid the player should 
assume in partner's hand 2 winners^ if vulnerable^ 
and*j winners {sometimes 4) ij not vulnerable. 

Furthermore, when vulnerable the trump tricks 
in the player’s hand must be sure winners —that 
is, calculated with reasonably unfavorable rather 
than with “average** trump distribution. The 
scientific reason for this Rule is based updn the 
scoring value of the game. If you are vulnerable 
and camble on 2 tricks but find partner trickless. 
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your loss is 500 points, but your opponents very 
probably could have scored a game at their own bid. 
Similarly a gamble of 3 tricks when not vulnerable 
is worth while. Your main advantage lies in 
forcing the enemy to meet with aggressive com¬ 
petition and to bid up their hands to the breaking 
point; at the same time you elude the demon of 
Penalties. 

This Rule of Two and Three is one of the most 
important in the Culbertson System and, if rigidly 
adhered to, will save thousands of points, especially 
for advanced players. Throughout the system it 
is the basis of all Pre-emptive bids, Defensive 
Overcalls and Secondary bids. It definitely 
eliminates such Bridge atrocities as unwarranted 
penalties of 1400 points or more, and even a pen¬ 
alty of 1000 points is possible only because of a 
very bad break; at the same time, the Rule of 
Two and Three brings the ultra-conservative 
player out of his morose and costly mood of im¬ 
pending disaster and insures that hands are bid 
“to the hilt,’* especially when not vulnerable. 
Assume, to illustrate the Rule, that your partner 
passes. Second Hand opens with one spade, and 
you hold: 

47 9AQ943 OQJ102 4862 

If not vulnerable an Overcall of two hearts is 
justified because the hand contains about 5 
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winners including 3 to 4 winners in the heart suit, 
if we assume average distribution. Adding 5 to 
3, the 3 being your maximum expectancy in part¬ 
ner’s hand, gives 8 tricks, which is your proposed 
contract. If you are vulnerable, an Overcall of 
two hearts would be unjustified and a bad gamble. 
You now should assume unfavorable heart dis¬ 
tribution and therefore can count but 2 to 3 win¬ 
ners in hearts and, at the most, 2 in diamonds. 
With probably only 4 winners in your hand, you 
are 2 tricks short of your safety margin^ since you 
cannot gamble on more than 2 tricks in the 
Dummy and your proposed contract requires 8 
tricks. And yet nearly every player and espe¬ 
cially most of the experts (who because of their 
ability to play the hand are prone to over-gamble) 
would overcall with this hand, little realizing that 
even with a tolerably bad break the hand may be 
easily set 900 points. 

Again, to bid four hearts on a hand such as 

♦ 7 7KJ 8 7 6 5 0 A84 4964 

simply because the opponents make a shut¬ 
out bid of three spades is suicidal. It will 
usually happen that the opponents are presented 
with the choice of a large penalty or bidding four 
spades. It must be realized that brilliancy, 
aggressiveness and audacity of inferences will 
pay dividends only if built upon a fundamentally 
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and continuously sound background. The only 
permissible exceptions to the Rule of Two and 
Three occur: (a) when making an Opening one- 
bid; (i) when opponents are afraid or do not know 
how to double for penalties; (c) when the bidding 
clearly indicates that partner, even though he 
passed, holds a fair hand; and (d) when a sacrifice 
is advisable to stop a Slam. 

When it is reasonably certain that opponents 
will not score game or part-score, or when oppo¬ 
nents’ strong bidding clearly indicates that part¬ 
ner may hold a blank, the safety margin of ex¬ 
pectancy is reduced as follows: 

1. If vulnerable—1 playing-trick in support. 

2. If not vulnerable—2 playing-tricks in 
support. 

HOW TO RAISE PARTNEr’s DEFENSIVE OVERCALLS 
(also PRE-EMPTIVE AND SECONDARY BlDs) 

The Responding Hand knows that partner 
gambles on 2 tricks when he Is vulnerable and on 
3 tricks when he is not vulnerable. Therefore 
the Responding Hand has one Raisefor each winning 
trick in excess of 2 and j, respectively. Among 
winners are counted honors, trumps and ruffing 
possibilities, and also an easily establishable side 
suit. To illustrate, an opponent opens with one 
notrump and partner (vulnerable) overcalls with 
two hearts. Third Hand bids two spades and 
you hold; 
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♦ 7 ^K 9 6 2 OK'QIOS ♦ J 10 3 2 

A four-card trump length headed by a King is 
worth more than 1 trick. The 0 K Q, length in 
diamonds and clubs together with a ruffing 
possibility in spades would produce better than 
2 sure winners. Partner’s two heart bid guaran¬ 
teed about 6 winners, and you have about 4 
winners. Therefore, you have two Raises and 
should bid four hearts. Even with a bad break 
your maximum loss should be 1 trick. You 
have but one Raise if partner is not vulnerable, 
for then he not only promises just 5 winners but 
the winners are not as solid as might be expected 
if he were vulnerable. 

Assume South bids one notrump, and your 
partner, West, overcalls on South’s left with two 
hearts. Both sides are vulnerable. Your prin¬ 
cipal inferences are as follows: 

My partner has not doubled for a Takeout. He 
is not prepared for a possible spade response by me 
or is not quite strong enough in honor-tricks— 
otherwise he would have doubled one notrump. 
Quite likely he does not have a solid heart suit, 
or he would have passed hoping to trap the 
opponents. He must have at least 6 sure win¬ 
ners, for he must be prepared for a possible 
bad distribution and a Penalty Double by op¬ 
ponents; the maximum he should safely expect 
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from me would be 2 winners. Therefore with a 
hand like 

4A 9 6 2 ^KS4 0 5 4011072 

West's two hearts should be raised to four hearts. 
The hand has at least 4 winners—1 in spades, 1 in 
hearts, 1 in diamonds and 1+ in clubs. 


HOW TO DISTINGUISH BETWEEN FIGHTING AND 
PURELY DEFENSIVE STRENGTH 

The Defending Hand uses diflFerent kinds of 
ding situations to show {a) minimums, (b) strong or 
very strong hands and (c) strong hands with 
freakish distribution. 

1. Minimum defensive strength is shown by 
simple Overcalls. Hands with long suits but 
with little outside strength are shown by Jump 
Overcalls.^ 


* Experience has demonstrated that, with the present 
scoring. Jump Overcalls arc the most effective when used as 
aggressive defense rather than to show very strong hands. 
For strong hands, the Takeout Double and the Immediate 
Overcall in the opponents" suit remain available. In the Cul¬ 
bertson System the Jump Overcall was used originally to 
show a powerful two-suiter. Experience has demonstrated 
that the bid, though perfect theoretically, is one of those lazy 
bids that works on rare occasions and then is in everyone's 
way. It is hoped that, in his new job, the bid will not go to 
another extreme and overwork. 
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2. Strong hands are indicated by: 

(a) Takeout Doubles; and 

(^) Immediate Overcalls in a suit previously 
bid by the opponents. 

The strength of hands shown by simple and 
Jump Defensive Overcalls ranges from IV 2 to 
3 honor-tricks. 

The strength of hands shown by Takeout 
Doubles and Overcalls in the opponents’ suit 
ranges from 3 honor-tricks upward—in other 
words, types of hands that would originally have 
justified an Opening bid. Even many advanced 
players commit the error of making a simple 
Overcall (and thus conveying an inference of aver¬ 
age strength) when the hand contains strength 
equivalent to at least a fair Opening bid. For in¬ 
stance, if South bids one heart and West holds: 

♦ QJ3 S?Q4 OAQJ 9 8 6 ♦AS 

to overcall with two diamonds leads nowhere; 
but a Takeout Double followed by a diamond bid, 
if necessary, may easily lead to something worth 
while. 

With hands rated stronger than j honor^rkks 
the Defending Hand should not make a Defensive 
Overcall but should^ as a rule^ double first even when 
holding a good biddable suity especially when not 
vulnerable. If he simply overcalls defensively, 
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partner will draw the negative inference that oniy 
average strength is indicated. 

For instance, consider this situation: 


4 AK J32 
^6 

0 A 10 5 4 
4K83 



North 


4 .^ 








pa 

— 

South 



♦ Q54 
^ 9 74 2 
OQJ83 
462 


Opening bid 
one heart 


West should double first and bid spades later. 
If West simply overcalls instead of doubling, 
partner (Fourth Hand) will visualize something 
like this: 

♦ AJ 10 32 ^63 0754 4K43 

With his hand he will support a spade bid if 
the Second Hand first shows strength by doubling, 
and quite correctly refuse to support the bid if the 
Second hand merely overcalls. This is an im¬ 
portant point. 


MINIMUM REQUIREMENTS FOR DEFENSIVE 
OVERCALLS 

Two points must be kept in mind by the 
Defending Hand. It is futile to wait for hands 
which are as good as Opening bids, because such 
hands are not common after an opponent has 
opened the bidding. Therefore, the require- 
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ments for Defensive Overcalls are considerably 
below the standard for Opening bids. Otherwise 
many opportunities for energetic and effective 
defense would be lost. On the other hand it 
must be remembered that even suit bids of one, 
when doubled, can result in heavy penalties. 

All Overcalls should show about IV 2 honor- 
tricks in the hand in order to offer a minimum of 
protection to partner should he eventually double 
for penalties or take out partner’s bid. Overcalls 
on practically trickless hands, even when sound 
distributionally, are quite unsound from the 
standpoint of future bidding. With a hand such 
as: 

45 S? 10 98765 OQJ9 874 4 — 

a player should pass an opponent’s spade bid 
even though he may lose another opportunity to 
bid by so doing. 

The minimum requirements for Defensive Over-- 
calls of ^'one-odeT' are as follows: 

1. When not vulnerable: 4 playing-tricks 
or winners, including about IV 2 honor-tricks, 
gambling on 3 tricks in partner’s hand. A 
four-card biddable suit may be bid. 

2. When vulnerable: About 5 sure play¬ 
ing-tricks or winners, including at least IV 2 
honor-tricks in all, and gambling on 2 tricks 
in partner’s hand. A four-card suit bid is 
dangerous against keen opponents who may 
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doublcj unless the suit is quite strong. 
When considering a vulnerable Overcall of 
one the first question to ask is, ‘^Can I de¬ 
fend my hand against a possible Penalty 
Double of one?’’ It follows that vulnerable 
suit Overcalls of one are strength-showing 
bids practically equivalent to a Takeout 
Double. 

The minimum requirements for Defensive Over-- 
calls of '^two-odd*' are as follows: 

1. When not vulnerable: A fair five-card 
suit (about 4 trump tricks) and about IV 2 
honor-tricks in the hand. 

2. When vulnerable: 5 V 2 to G sure win¬ 
ners and a strong five-card or longer suit 
(at least 4 trump tricks) with about 2 honor- 
tricks in the hand. The Defending Hand 
must not, as a rule, gamble on more than 2 
playing-tricks in partner’s hand. 

An Overcall of two or higher should not, as a 
rule, be made on four-card suit lengths. This 
enables partner to support Defensive Oyercalls 
with but three low trumps (although even here 
caution is needed). 

Examples of Defensive Gvercalls of One 

After an Opening bid of one heart the Second 
Hand should: 

Pass, vulnerable or not, when holding: 
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♦ Q10 876 <^3 OQ9876S 46 
or 

4Q 10 8654 ^83 OQ92 *64 

because these hands contain less than IV 2 honor- 
tricks each and should be bid only after a pre¬ 
vious pass. 

Overcall with one spade if not vulnerable when 
holding: 

4QJ 10 76 ^94 OA75 4832 

l)ecause this hand contains IV 2 honor-tricks and a 
biddable five-card suit. 

Overcall with one spade if vulnerable when 
holding: 

4QJ 10 764 794 OA75 4 10 8 

because this hand has 5 sure winners. 

Overcall with one spade if not vulnerable when 
holding: 

4A 10 764 S?94 OK875 483 

because this hand has a biddable five-card suit 
and 2 honor-tricks. 

Overcall with one spade if vulnerable when 
holding: 

4AQJ9 794 OAQ87 4832 

because this hand has a fair four-card suit and 2 
honor-tricks. It is true that if partner Holds a 
blank and opponents double one spade, this hand 
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can be set in excess of the value of the game 
opponents could score. Such occasional loss, 
however, will not outweigh the general advantage 
of bidding rather than passing. 


Examples of Defensive Overcalls Higher Than One 

Ajter an Opening bid of one spade the Second 
Hand should: \ 

Pass, whether vulnerable or noty when holding: 
443 7 AQ92 0 K:8 7 5 4832 

With rare exceptions, a bid higher than one should 
not be made on four-card suits. 

Pass, whether vulnerable or noty when holding: 

443 C;?Q9 8 76 0 A75 4832 

because in this hand the five-card suit is too weak 
to bid. 

Overcall with two hearts if not vulnerabley but 
pass if vulnerabley when holding: 

46 ^AQ10 54 OKJ63 4862 

Overcall with two hearts if vulnerable when 
holding: 

42 ^AQJ7 43 OA962 485 

because this hand practically guarantees 6 tricks, 
of which 4 are sure trump tricks. 

After the opponents have bid up to two spades: 
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Overcall with three hearts if not vulnerable^ 
but pass if vulnerable^ when holding: 

482 7AK8542 OQJIO 475 

This hand shows between 5 and 0 tricks. 

Overcall with three hearts if vulnerable when 
holding: 

47 ^AKQ852 OKQ10 4 494 

This hand shows about 7 tricks. 

After the opponents have hid up to three spades: 

An Overcall of four hearts should show roughly 
a trick better than in the last two specimen hands 
just preceding. 

JUMP DEFENSIVE OVERCALLS 

If South opens with one spade and his opponent, 
West, overcalls with three hearts, such an Over¬ 
call is a Jump Defensive Overcall. 

In the Culbertson System of 1933 a new Jump 
Defensive Overcall has been developed after a 
thorough test in order to give more scope for 
aggressive defense. For this purpose the Defend¬ 
ing Hand has two effective bids—the Takeout 
Double and a Forcing Immediate Overcall in the 
opponents' suit. 

A Jump Overcall shows but little outside 
strength and a long trump suit. In the De¬ 
fending Hand it has the same function as a Pre¬ 
emptive game bid in the Opening Hand. The 
player gambles on 2 tricks in partner's hand, if 
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vulnerable, and on 3 tricks if not vulnerable. The 
requirements for a Jump Overcall of three after 
opponents* Opening one-bid (notrump or suit) are 
the following: 

1 . If not vulnerable, less than 3 honor-tricks 
and in all G winners or playing-tricks. 

2 . If vulnerable, less than 3 honor-tricks and 
in all 7 sure winners or playing-tricks. 

A Jump Overcall of two will correspondingly 
show 5 and 6 winners. 

A Jump Overcall of four will correspondingly 
show at least 7 and 8 sure winners. It may be 
argued that after an opponent has made an Open¬ 
ing bid, the cat is out of the bag and a shut-out or 
Pre-emptive bid serves no useful purpose. In 
many instances this is not correct. A shut-out 
bid, if conducted on a sound basis, will frequently 
throw a monkey wrench into the opponents* bid¬ 
ding machinery and will successfully interfere with 
their Approach bids and responses. An oppo¬ 
nent’s Opening bid more often than not will not 
fit his partner’s hand. It is precisely to prevent 
the opponents from finding too easily another and 
better fitting bid that the Jump Defensive Over¬ 
call has been developed. Even a Jump Overcall 
of two—for example, an Overcall of one heart with 
two spades —may serve a useful purpose if the 
opponents are vulnerable. At least it prevents the 
Third Hand from using a Forcing Takeout of 
three. 
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To illustrate a Jump Defensive Overcall: 

An opponent bids one heart, the Second Hand 
is vulnerable and holds 

♦ AQJ 10 7 64 2 OK9 3 2 ♦? 

The proper and very effective Defensive Overcall 
is four spades. 

Again, South bids one heart and West (not vul¬ 
nerable) holds 

♦ AQJ 9 6 4 V J 1093 0 5 3 ♦? 

The proper bid is two spades! 

RAISING THE JUMP OVERCALL 

Deduct 2 and 3 winners, respectively, according 
to whether you are vulnerable or not vulnerable, 
and for each added value you have a Raise. 
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THE DEFENDING HAND (Continued) 

II. Takeout Doubles 

Hands can be broadly classified in two groups: 

(1) Hands which are more valuable at one’s 
own bid or in support of partner’s bid. 

A hand such as 

4KJ10 3 77 OAKJ842 475 

because of its distributional values, is worth a 
great deal more in support of partner’s bid of 
spades, or at one’s own diamond bid, than if 
played against opponents’ strong heart suit as 
trump. 

(2) Hands which are more valuable when used 
to score penalties against opponents. 

A hand such as 

473 7K: 10 96 3 2 OA84 475 

is worth a great many tricks when played against 
opponents’ heart bid and but 1 trick in support 
of partner’s spade bid. 

Takeout Doubles* are used with hands belong¬ 
ing to the first group. 

* Called “Informatory” Doubles by some players; how¬ 
ever, since all Doubles are informatory in some degree, the 
term “Takeout’* Double is more precise. 
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Penalty Doubles* are used with hands belong¬ 
ing to the second group. 

Of course, there are a number of mixed hands 
with which it is doubtful whether a greater profit 
can be obtained from a Penalty Double or by 
playing for the score below the line. The fact 
remains that, long before the introduction of con¬ 
ventional Takeout Doubles, expert players were 
more or less subconsciously playing the Takeout 
Double in fact. 

The Penalty Double informs partner that the 
Doubler prefers to play the hand defensively 
against opponents. It is a valuable piece of in¬ 
formation and frequently carries the additional 
inference that his hand is of little, if any, value in 
support of partner’s bids. Therefore, after such 
an indirect warning, partner should be careful not 
to disturb the Penalty Double without the most 
weighty reasons for his action. 

The Double for a Takeout usually informs 
partner that the Doubler holds a strong hand 
and that the distribution of his hand is not 
suited for defense against the opponents’ bid, but 
that it may be eminently suited for attack in 
support of partner’s best bid. A Takeout Double 
may at times be made to trap an unwary op- 

♦ Called ‘‘Business’’ Doubles by some players; obviously 
the,,term “Penalty” Double is much more specific, and not 
vulgar. 
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ponent into rebidding his suit, so that the Doubler 
may double ft for penalties. If an opponent bids 
one heart and you hold 

4KQ6 7QJ 1097 0 AKQ7 410 

the best bid is to double as though for a Takeout, 
If the opponent rebids to two hearts, this bid can 
be doubled for penalties. 

Partner of the Doubler should be very careful 
not to leave in the Takeout Double unless his 
hand is of such unusual strength (especially in 
the adverse trump suit) that, in spite of Doubler’s 
indirect warning, a much larger penalty is assured 
than a possible game score for his own side. 

It is important, therefore, to know precisely 
whether partner’s Double means “Leave me in” 
(Penalty Double) or “Take me out” (Takeout 
Double). 

In the first place, all Doubles—even Doubles 
of one in a suit—are meant for penalties after 
partner has made any kind of bid. For instance, 
suppose your partner opens with one heart, and 
Second Hand bids one spade. You now double. 
Your Double is not a Takeout but a Penalty 
Double. Since your partner has already given 
the principal information about his hand through 
his Opening bid, there is no need of forcing him 
to speak again. 

Paradoxical as it may seem, a Penalty Double 
of a one-bid is, as a rule, more profitable than a 
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Penalty Double of a Slam bid. i^other im¬ 
portant advantage of a Penalty Double of a 
one-bid is that it may definitely locate, and 
punish a “psychic” (bluflF) bid of one (notrump 
or suit) when made by the opponents. 

To illustrate: 

North (Dealer) East South 

14 1 N T Double! 

If East is foolish enough to indulge in a “psychic” 
one notrump with something like: 

472 7K832 OQ10 76 4J42 
and South should hold, say, 

4K92 7AJ74 OAJ93 4A6 

it is obvious from the Rule of Eight that the 
combined twenty-six cards of opponents cannot 
contain more than 2 bare tricks. Hence a penalty 
disastrous to them is inevitable. (A similar 
situation occurs with the Penalty Pass.) 

A Takeout Double must be immediate —that 
is, it must be made at the first opportunity to 
do so. It follows that, even if partner has not 
bid, a Double of one-odd is still for penalties if 
not made at the first opportunity to do so. For 
instance. 

South West North East 

1 0 Pass 1 N T Pass 

Pass Double! 

West^s Double is for penalties because he failed 
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to double Jmmediately. This distinction per¬ 
mits layin*an effective trap against players who 
use an artificial system such that the Responding 
Hand may not pass an Opening one-bid. It 
is also quite effective against players who, in 
their One Over One responses, bid notrump on 
practically blank hands. 

yf// Doubles of two notrump are also Penalty and 
not Takeout Doubles. In such situations, if the 
Doubler’s hand is strong enough to force partner 
to bid even though he be quite weak, it is, as a 
rule, strong enough to defeat the adverse two 
notrump or higher suit bid for a penalty which 
will be at least equivalent in points. Finally, all 
Doubles of four or higher bids are also for penalties. 
It follows that the field of Takeout Doubles is 
restricted to one notrump and one-, two- and 
three-bids in a suit and is further limited to 
situations arising when partner has not bid and 
the Double is immediate.* 

DISTINGUISHING BETWEEN THE PENALTY AND 
TAKEOUT DOUBLES 

PENALTY DOUBLES DEFINED 

Any Double is meant for penalties: 

1 . When partner has bid, be it even a suit 
bid of one. 

* In addition, two other bids are, in effect, gigantic Takeout 
Doubles: the Forcing Four Notrump Overcall and the Forc¬ 
ing Immediate Overcall in the opponents* suit. 
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2 . Even when partner has n(|| bid If the 
Double is not made at the first opportunity, 

3. When the doubled bid is two notrump 
or four in a suit. 

4. When a player opens with one no- 
trump (not a suit) and doubles any Overcall 
on the next round. 

5. When a player opens with a two-bid 
and doubles any Overcall on the next round. 

TAKEOUT DOUBLES DEFINED 

Any Double is meant for a Takeout: 

1 . If the doubled bid is one notrump or 
one, two (when not Forcing) or three in a 
suit (provided partner has passed or has 
made no bid and the Double is immediate). 

2 . If a player opens with a suit bid of 
one (not notrump), partner passes and one 
(or both) opponents overcall with a suit bid 
(or bids) of one or two. 

3 . When a player repeats his Takeout 
Double after partner has passed, provided 
his second Double is of a suit bid not higher 
than three. 

A Double of a Double (a Redouble) is equiva¬ 
lent to a bid, and therefore any subsequent Double 
is for penalties. 
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To illusi|^te: 




Principal Penalty Situations 


SOUTH (dealer) 

WEST 

NORTH 

EAST 


1 ♦ 

Double 

(Penalty) 



♦ 



SOUTH (dealer) 

WEST 

NORTH 

EAST 

14^ 

Pass 

Pass 

Double 

(Penalty) 

1 NT 

Pass 


« ♦ « « 



SOUTH (dealer) 

WEST 

NORTH 

EAST 

2NT 

Double 

(Penalty) 




* * Iti 4t 



SOUTH (dealer) 

WEST 

NORTH 

EAST 


Double 

(Penalty) 




41 * « 4r 



SOUTH (dealer) 

WEST 

NORTH 

EAST 

1 NT 

Double 

Pass 

Pass 

2 ^ 

(Penalty) 

♦ ♦ ♦ ♦ 



SOUTH (dealer) 

WEST 

NORTH 

EAST 

'2 <^7 

Double 

(Penalty) 

3 0 

Pass 

Pass 
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Principal Takeout Situations ^ 


SOUTH 

WEST 

NORTH 

EAST 

1 S? or 1 N T 

Double 

(Takeout) 




« Hi 4> 



SOUTH 

WEST 

NORTH 

EAST 

1 ♦ 

Pass 

24 

Double 

(Takeout) 


♦ * * 

4 


SOUTH 

WEST 

NORTH 

EAST 

3 7 

Double 

(Takeout) 




« « 

4 


SOUTH 

WEST 

NORTH 

EAST 

1 s? 

2 0 

Pass 

24 

Double, 

(Takeout) 

♦ ♦ ♦ 

4 


SOUTH 

WEST 

NORTH 

EAST 

IS? 

Double 

(Takeout) 

3 S? 

Pass 

Pass 

Double 




(Takeout again) 



hut 



SOUTH 

WEST 

NORTH 

EAST 

1 s? 

Double 

(Takeout) 

3 ^ 

,Pass 

4^ 

Double 

(Penalty) 
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The following situation, though technically a 
Penalty Double, should be inferred as a Takeout 
Double: 

SOUTH WEST NORTH EAST 

1 ^ Pass 2 ^ Pass 

Pass Doable 

(T akeout) 

Here, although West failed to double at his first 
opportunity, it is obvious that he does not expect 
to penalize opponents. But 

SOUTH WEST NORTH EAST 

1 ^ Pass Pass 1 4^ 

1 N T Double! 

is decidedly for penalties. The Doubler ob¬ 
viously passed to lay a trap. 

Whether the Double is for penalties or for 
Takeout, a great deal must be left to partner’s 
imagination and card sense. Either kind of 
Double merely expresses a preference and is not a 
command. Consequently, the often delicate 
question of whether a Penalty Double should be 
taken out or a Takeout Double left in (even 
though partner may prefer the other course) 
will be decided by the diagnosis of the peculiarities 
of the individual hand, the state of the score and 
partnership psychology. 

The definition of Takeout Doubles also applies 
when the bidding has been opened by the Doubler 
himself, but his Opening bid has been overcalled 
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by one of his opponents except when the Doubler s 
Opening bid is one notrump. Here the Opening 
bidder’s Double of a subsequent adverse bid is 
made to collect penalties in spite of the fact that 
partner has not bid and the Double is of a suit 
bid of not more than two. 

Suppose the Dealer bids one notrump when 
holding: 

♦ AQ7 7Q 10 98 OA92 ♦AJIO 

If Dealer is overcalled with two spades by an 
opponent and doubles, such a Double is meant for 
penalties. The reason is that notrump bids show 
well distributed strength, but suit bids may 
easily show concentrated strength with un¬ 
balanced distribution. If after an Opening no- 
trump bid partner is unable to make some sort of 
free bid, it is useless to force him to bid, and it 
pays best to regard Doubles in such situations as 
Penalty Doubles. After an Opening suit bid, 
however, it may easily be assumed that the 
distribution of the Opening Hand is quite un¬ 
balanced and valuable at some suit bid, however 
weak, made by partner, so that it pays best to 
regard Doubles in such situations as Takeout 
Doubles. Here a Takeout Double is used as a 
powerful Rebid (from 4 to 5 V 2 well distributed 
honor-tricks), and the Doubler is prepared to 
have his Double left in by partner with some¬ 
what less strength than usual. 
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MINIMUM REQUIREMENTS FOR A TAKEOUT DOUBLE 

It must be remembered that the Doubler 
maneuvers, so to speak, under the guns of the 
enemy, who has already shown Opening-bid 
strength. There is always a possibility that 
Doubler’s partner may hold a blank hand. 
Furthermorey a Takeout Double is a strong in- 
vitation to partner to take the aggressive even with a 
hand which is but little better than the minimum. 
To double a one heart bid originally with a hand 
such as 

♦ A 10 743 7— OK8652 ♦Q73 

on a wild hope that partner may “fit” with 
spades or diamonds, is suicidal. Partner will be 
completely fooled as to the minimum honor 
strength of the hand and attempt an aggressive 
campaign only to find his bombs charged with 
sawdust. Such Doubles are permissible only 
after an original pass as Secondary or Distribu¬ 
tional Takeout Doubles and when the situation 
precludes the possibility of a severe penalty. 
The Takeout Double is a beautiful weapon both 
for attack and defense provided the hand is well 
cemented with honors and in addition is buttressed 
with good distribution. Therefore the Doubling 
Hand should, as a rule, contain a definite mini¬ 
mum of honor strength (usually stronger than 
an Opening bid) and, in addition^ be strong 
enough distributionally to stand by partner’s 
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weakest response without serious loss or should 
have another bid in reserve, 

•The minimum honor-trick requirements to jus¬ 
tify a Takeout Double are as follows; 

(a) j honor-^tricks divided in three suits; or 

(b) j honor-tricks divided in at least two suits and a 
fair biddable suit containing 4 trump tricks. 

These requirements are honor-trick minimums. 
With (^), if the doubled bid is one notrump^ the 
Doubler must hold in addition four spades and four 
hearts or at least 4 honor-^tricks —not vulnerable, 
and if vulnerable the hand should be strong in in¬ 
termediates. If opponents bid one of the majors, 
then the Doubler practically guarantees a mini¬ 
mum of four cards in the other, unless he has a 
good suit of his own, as under {h), A Double of 
an opponent’s Opening bid of one notrump with 
the following hand is not only suicidal but futile, 

4A64 7K73 0AQ5 ♦J10 94 

as it leads into a blind alley. 

A Double made with {b) requirements is a 
strategic Double. Its main object is to convey the 
inference that the hand is somewhat stronger in 
honor^ricks than a mere Defensive Overcall would 
show. For instance, after an Opening one no- 
trump bid, when Second Hand holds 

4AKJ103 S?4 OAQ5 3 + 842 

the procedure is to double. If partner responds 
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with two hearts or two dubs the Doubler can 
“rescue’* with two spades. If partner responds 
with two diamonds, a two spade bid should still 
be made; in the meantime valuable information 
has been obtained. If partner passes the Double 
for penalties, the one notrump will probably be 
severely defeated. All these situations could not 
occur if the Second Hand, instead of doubling an 
opponents’ one notrump, as a preliminary to 
bidding two spades, merely overcalled with two 
spades. A simple Defensive Overcall presents to 
partner an entirely different picture of the hand. 
It usually denies \\ honor-tricks or better and 
indicates a hand of purely distributional worth. 
Accordingly, the gauge of partnership Raises and 
Takeouts is quite different. 

There is a rather sharp distinction between 
Takeout Doubles of suit and notrump bids. With 
Takeout Doubles of notrump bids the Doubling 
Hand should consider the fact that vulnerable 
notrump bids are not only considerably stronger, 
but that the strength is distributed in three or all 
suits. Furthermore the position of the no trump 
bidder (to the left or to the right of the Doubler) 
is an important consideration. 

It is even more important to distinguish be¬ 
tween doubling when vulnerable and doubling 
when not vulnerable. There is a great difference 
in the resultant penalty should the Doubler strike, 
as happens at times, a blank hand held by his 
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partner. Consequently, although the 3 honor- 
trick requirement remains the same, the Double 
when vulnerable should show even stronger inter¬ 
mediates in majors or, if it be a strategic Double, a 
fairly powerful escape trump suit. 

With very weak support in the majors (es¬ 
pecially spades) and lacking a good biddable suit, 
it is much better not to double at all even though 
the hand does contain 3V2 honor-tricks. For in¬ 
stance, if the Opening bid is one notrump and 
Second Hand holds 

45 ^KQ64 OAJ43 ♦AJS2 

A Double for a Takeout would be atrocious, 
especially if Second Hand is vulnerable, as partner 
may easily be forced to respond with two spades 
not only on a very weak four-card spade length 
but also with a very weak hand. The Doubler is 
now trapped with no escape, and a heavy penalty 
will probably result whatever he bids. For this 
reason the Doubler must, as a rule, either be pre¬ 
pared to support a possible weak response, es¬ 
pecially in major suits, or at least have a strong 
substitute suit in his own hand. 

THE PROCEDURE OF DOUBLER’s PARTNER 

(forced and free responses) 

Like most other bids in Contract the success 
of the Takeout Double hinges upon logical and 
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precise inferences conveyed in the responses of 
Doubler’s partner. 

Partner’s responses are forced when the op¬ 
ponent on the left of the Doubler passes. When 
the opponent on the left of the Doubler inter¬ 
venes with a bid the partner of the Doubler is 
released from obligation to respond and his re¬ 
sponses are free. A free response is equivalent to 
a strength-showing response. 

Except with strong hands, which justify a 
Penalty Pass, there is no excuse whatever for 
passing partner’s Takeout Double on some such 
silly grounds as, ‘^Partner, I really was too weak 
to bid,” or “Partner, the opponents could not go 
game.” 

Any loss which may result from being forced 
to bid on a blank hand—and such loss is always 
problematic—is much to be preferred to the loss 
which almost surely follows when opponents are 
allowed to play the hand at the doubled bid, 
thus enabling them to reap the reward of doubled 
trick values and bonuses for making extra tricks. 
More important still is the fact that such a pusil¬ 
lanimous pass completely demoralizes partner, 
who will not easily forget nor quickly forgive such 
a violation of sound partnership tactics. 

With erratic players, who are in the habit 
of passing Forcing bids and Takeout Doubles 
on some mysterious theory of their own, one 
is compellipd, willy-nilly, to resort to abnor- 
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mal and roundabout methods of bidding,^pre¬ 
ferring the lesser evil of guessing to the greater 
evil of submitting to the ignorant stubbornness 
of the player across the table. Partners of the 
type here described reduce the efficiency of the 
partnership almost to the zero point. 


Minimum (Forced) Responses to a Takeout Double 

The Doubler, for safety, always assumes that 
his partner holds only a minimum—until he 
learns otherwise. That minimum generally con¬ 
sists of a type of hand which contains less than / 
honor-^tricky but mathematically it does not follow 
that he will hold a total bust. It is best, there¬ 
fore, to assume as partner's minimum about V2 
honor-trick in the hand, unless opponents' excep¬ 
tional bidding definitely points toward a zero. 
Doubler’s partner confirms the assumption of a 
minimum if he bids no higher than is strictly 
necessary. 

With hands containing V2 or less honor-trick 
or no five-card suit length, partner’s proper 
procedure is as follows: 

1 . Bid the longest suit. If the longest suit has 
been bid by an opponent, bid the lowest ranking 
minor suit. For instance, with 

49743 ^942 0874 4 10 94 
if an opponent has bid one spade and partner 
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doubles, the response is two clubs. The weaker 
the hand, the more imperative it is to bid. 

With hands containing a semblance of values, 
between V 2 and IV 2 honor-tricks or a biddable 
suit, partner’s procedure is as follows: 

1 . Choosing between a major and a long minor: 
Bid a four-card major when it is headed by at 

least a Knave in preference to any five-card 
minor; but bid a six-card minor in preference to 
a four-card major of but average strength. 

2 . Any notrump response shows certain strength: 
If holding a stopper inThe suit adversely bid, 

the response is one notrump—provided the hand 
contains at least 1 honor-trick; when the hand 
does not contain 1 honor-trick the proper response 
is a bid of any suit, even a three-card minor. A 
notrump response to a Double is never made on a 
blank hand. Few things are more dangerous in 
Contract than a one notrump Takeout with a blank 
hand. 

3. Choosing between a major suit and a notrump: 
If holding a choice between a four-card major 

suit and a notrump, the major suit response is, as 
a rule, to be preferred. 

Strength (or Free) Responses to a Takeout Double 

A hand containing even 2 honor-tricks is a 
fairly strong hand, considering that partner has 
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made a Takeout Double which shows at least 3 
honor-tricks. The combined hands will have 5 
out of 8 honor-tricks, and, if the Doubler holds 
more than 3 honor-tricks and favorable distribu¬ 
tion, a glame is in sight. 

Partner informs the Doubler that his hand is 
better than the minimum and contains at least 
2 honor-tricks or IV 2 honor-tricks if holding bid¬ 
dable suit lengths, by making, whenever possible, 
a Jump response —a higher bid than necessary. 
It is, of course, not a Forcing bid, and if a major 
suit is thus shown there i^^ay be as little Q J 3 2 
or K 10 3 2 in the suit. However, Jump re¬ 
sponses with minor suits or after opponent's one 
notrump, which will carry the bid to a range of 
three, should show greater strength and length. 
The Responding Hand must always visualize 
the probability that the Declarer is prepared for a 
major suit response; when a fair major four-card 
suit is not available, the strength response should 
be either 

{a) two notrump, if holding a stopper in the 
adversely bid suit; or 

{b) a Penalty Passy if the adverse bid is one no- 
trump. 

To illustrate: 

East can make a Jump two spade response to 
partner's Double of one heart with 

♦ QJ72 ^7 OA 7 5 3 ♦K654 
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or with 

♦ J 106 3 76 OAJ32 ♦AQ32 

This is one of the rare situations in Contract in 
which partner is justified in making a Jump bid on 
a non-biddable trump suit. Such a procedure is 
quite safe because the Doubler must logically 
infer that {a) partner is merely attempting to show 
better than the minimum hand, and (b) he cer¬ 
tainly does not hold a very strong suit (or hand), 
for otherwise he would make a double Jump. 
Jump responses after an opponent's one notrump 
should be avoided when vulnerable, except on 
strong hands. 

With 

♦ KJ6 7Q6 OK 9 8 4 4K763 

if an opponent bids one spade and partner 
doubles, the response is two notrump; but if an 
opponent bids one notrump and partner doubles, 
the response is a Penalty Pass, 

A Takeout Double, when followed by a Jump 
bid by the Doubler in his own suit, is the nearest 
thing to an absolutely Forcing bid in Contract. 
Partner must respond unless holding an absolute 
blank and no distributional possibility of any 
kind. 

To summarize; 

1 . A simple (non-jump) Takeout of the Double 
is a minimum response, showing IV 2 honor- 
tricks or less. 
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Examples of minimum Takeoutsy assuming 
partner has doubled an Opening bid of one heart: 

Bid one spade when holding; 

41 QIO 97 73 OK 10 943 4654 

Bid two diamonds when holding: 

49853 77 OQ8654 4 10 92 

2 . A Jump Takeout is a strength response, 
showing about 2 honor-tricks and (a) either a 
rather weak major suit such as Q J 8 2 and at least 
IV 2 honor-tricks outside or {b) any stronger 
trump suit and proportionately less strength 
outside. 

Examples of Jump TakeoutSy assuming partner 
has doubled an Opening bid of one heart: 

Bid two spades when holding: 

4QJ54 <^8 0 K7 63 4A862 

Bid two spades when holding: 

4A 10 974 ^64 OK764 ♦QIO 

3. A double Jump Takeout of the Double 
shows a nearly solid trump suit (at least 4 sure 
trump tricks) and about 2 V 2 honor-tricks in all. 

Examples of double Jump TakeoutSy assuming 
partner has doubled an Opening bid of one heart: 

Bid three spades when holding: 

4AK7654 OK 10 84 472 
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Bid three spades when holding: 

4QJ 10 8 6 5 710 C>AJ4 ♦QJS 

With stronger suits or hands a direct game 
response or even a Slam try is made. 

The following hand, taken from the Culbertson- 
Lenz Match, illustrates the delicate but extremely 
precise mechanism of Takeout Doubles and Re¬ 
sponses. 


A BRILLIANT RESPONSE TO A TAKEOUT DOUBLE 

Both sides vulnerable Hand No. 109 

Dealer—North Rubber No. 16 

Part-Score—North and South 30 Deal No. 13 


Mr, Lenz 
4 876 
S? 10 9 5 
0 10 2 

4AKQ107 


The Author 

49532 

7AJ3 
0 AQ6 
4832 



North 

4-> 



U 

& 



South 


Mrs, Culbertson 
4 A KQ4 
s? KQ874 
0 53 
464 


♦ JIO 
^62 

0 KJ9 8 74 

♦ J95 
Mr, Jacoby 
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The Bidding: 


SOUTH 

WEST 

NORTH 

EAST 



14 ' 

Double® 

Redouble® 


Pass 

2 4 ! 

Pass 

4 4 !!‘ 

Pass 

Pass 

Pass 





Opening Lead: 4^ K by North followed by a switch to a dia¬ 
mond. 

Result: Made six. 

Analysis of the bidding: 

^ A bold but justifiable bid by Mr. Lenz. 

2 Mrs. Culbertson, with better than 3 hohor-tricks and two 
strong suits, properly doubles rather than show either of her 
suits. 

3 A bluff Redouble to inhibit the opponents* bidding. It 
was easily read. (See the Rule of Eight.) 

^ This bid shows no strength other than a four-card spade 
suit, as a pass here would show great strength in clubs and 
belief in his ability to defeat the one club contract redoubled. 
(See Bidding Under a Redouble.) 

® As West holds most of the high cards in diamonds and 
hearts, and as her opponents are marked with the clubs, Mrs. 
Culbertson’s Double and free Raise of spades can only be 
based upon tremendous strength in spades. West has a 
count for a practically certain game on the basis of elimina¬ 
tion (Plastic Valuation). He knows that East holds at least 
4 A K and ^ KQ, the minimum that would justify a Takeout 
Double. Besides, a Raise to two spades by East adds 4 Q or 
4 J 10. It still would be too weak to justify both the* vulner¬ 
able Double and a Raise. Therefore East must hold not more 
than two clubs and probably five hearts, in which case West 
can discard his two possible losers in diamonds. All this 
gives the following reconstructed composite hand to West: 

4AKQ92 7AKQJ2 OA 483 
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West also knows that if but three spades is bid partner will 
probably pass. Hence a bid of four spades. Therefore, the 
apparently wild Jump to four spades here, instead of being an 
uncertain speculation, is entirely sound and a brilliant demon¬ 
stration of the response to a Takeout Double in the Approach- 
Forcing System. This bid was severely criticized by the press 
as a flagrant example of an insanely risky bid. There was, 
however, method in the madness. 


THE PENALTY PASS 

When the partner of the Doubler expects to 
defeat the doubled contract by an appreciable 
amount he should pass for a penalty rather than 
make a Takeout. A Penalty Pass after partner 
has doubled one notrump is justified with as few 
as 2 honor-tricks in the hand, especially if op¬ 
ponents are vulnerable. 

A hand such as 

♦ J10 7 S?A984 ok 10 32 ♦K4 

in conjunction with the 3 honor-tricks shown by 
partner’s Double will account for 5 out of the 
8 to 8 V 2 honor-tricks in all four hands. The 
Opening notrump bidder holds about 3 honor- 
tricks. It follows that the Dummy is either 
blank or has at the most 1 honor-trick. Therefore 
the notrump will be defeated by at least 3 tricks or 
450 points not vulnerable, which is the equivalent 
of the game. 

A Penalty PasSy hoWever, after partner has 
doubled an Opening suit bid of one should be 
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emphatically avoided. Only hands with such ex¬ 
traordinary trump length in opponents’ suit that 
practically 4 sure trump tricks are guaranteed, 
justify a pass. 

A hand such as 

47 S?J<98 6 52 08765 4 10 6 

is a bad pass over partner’s Double of an adverse 
Opening one heart bid. A two diamond Takeout 
is in order. The hand is too weak for one no- 
trump. 

A hand such as 

48 S?QJ 10 976 06432 ♦AS 

offers 4 sure trump tricks and justifies a minimum 
pass although it is still doubtful whether the 
penalty not vulnerable will justify it. 

This sharp distinction between the Penalty 
Pass of notrump and suit bids is explained by 
the fact that in suit bids the opponent is usually 
able to make small trumps by ruffing adverse 
honors—thereby decreasing the penalty score 
against him—but at notrump it is difficult for 
the opponent to establish any low-card tricks 
if he has only minimum honor strength. 

The great value of the strategic Double will be 
very much diminished if partner of the Doubler 
will not practically guarantee to take out suit 
Doubles. 
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THE PENALTY PASS VS. ‘‘PSYCHICS” 

The Culbertson Takeout Double in conjunction 
with the Penalty Pass has definitely broken the 
back of original bluff or “psychic’* notrump bids 
and of even more naive bluff bids with a void or 
singleton in the suit.* As a result, the epidemic of 
loose, crude “psychics” has now ended; indeed, 
advanced players soon gave them up in favor of 
the more subtle psychological strategy fully ex¬ 
plained in the chapters on Bridge Psychology. 

The Penalty Pass is most effective against 
Opening bluff or very weak notrump bids. The 
defense is somewhat more complicated when the 
opponent opens the bidding with a “psychic” 
suit bid of one, especially in a major, and Second 
Hand holds length and strength in that suit. The 
procedure is as follows: 

Assume South opens with one spade. If the 
opponent, West, overcalls with two spades, the 
inference is that he has a powerful hand but no 
spades. If West first makes a Takeout Double 
and then follows any of partners responses with a 


* The only occasion when a “psychic’’ bid of a suit of which 
the player holds a singleton or a doubleton is justifiable occurs 
when a player prepares for a Slam bid and tries to stop a lead 
in that suit. However, to bid originally one spade with a 
singleton spade merely to prevent an opponent from bidding 
the suit is one of the oldest and most tried methods of com¬ 
mitting self-strangulation in Bridge. 
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bid of two spades^ the inference is that West holds 
a strong spade suit and that South has probably 
made a *'psychicJ* If West bids three spades 
after his own Double he shows a very strong spade 
suit. To illustrate: 

South West North East 

1 4 Double Pass 2 0 

Pass 2 4^ or 3 4‘ 

West shows either a good or a powerful spade 
suit. 

BIDDING UNDER OPPONENT’S TAKEOUT DOUBLE 
OR REDOUBLE 

No Bridge question is more vexing and com 
fusing than the procedure of a player sitting 
immediately under an opponent’s Takeout Double 
of partner’s Opening bid or an opponent's Re¬ 
double of partner’s Takeout Double. When 
should he bid and when should he pass? And 
what should be the inferences? 

Almost every player has his own idea about it, 
and as a result partnership bidding degenerates 
into a wild guessing contest. The solution of this, 
as of any other problem in the Culbertson System, 
is based on the strictly logical inferences arising in 
expert play against expert competition. There are 
two bidding situations, each requiring a different 
procedure, as follows: 

1 . Procedure of the player under the Takeout 
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Double of partner’s Opening one-bid (suit or no- 
trump). 

2 . Procedure of the player under a Redouble 
of partner’s Takeout Double. 

In each case partner has made a strength-showr- 
ing bid and is faced by adverse strength-showing 
bid or bids. Assuming normal bidding, partner 
and the opponent who doubles must necessarily 
hold together at least G and probably 7, or more, 
honor-tricks, leaving for the combined Third and 
Fourth Hands at the most 3, and probably fewer, 
honor-tricks. Nevertheless, since Third and 
Fourth Hands hold the balance of power, final 
success or failure will largely depend on their 
tactics. 

Procedure Under an Opponent*s Takeout 
Double 

The player who speaks immediately after the 
opponent’s Takeout Double may hold: (1) 
a hand containing 2 V 2 or more honor-tricks 
(strength); (2) a hand containing between 1 and 
2 V 2 honor-tricks (average); (3) a hand contain¬ 
ing 1 or less honor-trick (near-blank or blank). 

1 . When holding or more honor-tricks the 
player should practically always immediately re¬ 
double the opponents Takeout Double» With good 
distribution even 2 honor-tricks suffice for a Redouble, 

Such a Redouble is a necessary preliminary to 
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any subsequent bidding and the only logical way 
of showing additional strength to partner, or of 
ferreting out an opponent’s weak and “psychic” 
Takeout Double. 

Only exceptionally, and for strategical reasons, 
should a player under a Double pass with a strong 
hand. 

If partner’s Opening bid is one in a suit the 
Redouble of opponent’s Takeout Double i^oes not 
necessarily guarantee ayjy trump support in the bid 
suit. The Redoubler may even have as little as a 
singleton in partner’s suit. 

The Redouble of a Takeout Double signals to 
partner that the Redoubler holds the balance of 
honor strength, and, therefore, the partner of the 
Doubler must hold practically a blank or, which is 
equivalent, the Takeout Double is a psychic. 
The balance of strength shown should be at least 
2 V 2 honor-tricks. 

To illustrate: 

First Hand (Dealer not vulnerable) bids one notrump, which 
accounts for about 3 honor-tricks. 

Second Hand doubles for a Takeout, which accounts for 
about 3 honor-tricks more. 

Third Hand holds, say: 

♦ A 10 74 7AJ85 OK 10 32 45 

This hand is worth honor-tricks. Since the first three 
hands already disclose about 8 V 2 honor-tricks it is obvious 
that partner of the Doubler (Fourth hand) has either a total 
blank or V 2 honor-trick at the most. 
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It follows that any bid of two, when made by the Fourth 
Hand, will probably play for a heavy loss in penalties unless 
the combined hands happen to strike a trump bid with length 
in both hands. 

A Redouble informs partner that the hand is 
fairly strong in honors and asks him either to 
double the adverse bid if holding a trump trick 
or to pass up the bid to the Redoubler so as to 
give him an opportunity to consider, in turn, a 
Double for penalties. The Redoubler practically 
guarantees to take some action other than a pass 
when the bidding comes around to him again. 


To illustrate: 


♦ AQ54 

7QJ 106 

0 A32 

♦ 54 


♦ K J98 
7 A743 
OQ54 

♦ AJ 



North 


•M 

3 







South 



♦ 10 7 

^ K 9 8 2 
0 K J 10 

♦ K Q 10 2 


♦ 632 
75 

0 9 8 76 

♦ 9 8 7 63 


(Dealer) 

The Bidding: West North East South 

1 N T Double Redouble! 
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No matter what bid is made by South or North, 
the combined hands will be doubled and heavily 
penalized. 

The same procedure applies when the Open- 
ing bid doubled is one in a suit and is redoubled 
by the partner of the Opening bidder (ThirdHand). 
One must keep in mind that such a Redouble shows 
merely the honor strength, not trump support, 

•A Redouble is also the most effective weapon 
against a psychic or a weak Takeout Double. 
Here the Rule of Eight will prove to be infallible 
and if consistently followed will guarantee to cure 
definitely the most chronic amateur user of 
‘^psychic” Takeout Doubles. 

2 . IJ the hand contains a biddable Jive-card or 
longer suit and in all Jroni /'{-to .?+ honor^tricks 
it should be immediately bid over the Double,^ 

For instance: 

SotJTH ‘ West North 

1 4 ^ Double 2 <0 

North holds: 

4^743 .7.Q3 2 0 AQ 7 5 2 453 

Exceptions: The player also bids immediately 
after the Double, {a) with only 1 honor-trick 
when a one-bid is sufficient to overcall partner’s 

* With no biddable suit but about 2 honor-tricks, one no- 
trump should be bid. 
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Opening suit bid; or (Z») when holding a six-card 
major vSuit headed by a King or Queen-Ten. In 
the latter case North’s subsequent Rebid of the 
same suit (instead of three notrump or four spades) 
is a ‘‘Sign-ofF” bid, as in Regulation Takeouts. 

fPitk hands containing one or more Raises {hut 
always less than 2^!^ honor-tricks) give the full 
value of Raises at once andy if not vulnerahlcy 
shade them to the limit. With 

♦ Q874 3 2 72 7Q 10 8754 ♦ — 

bid four spades over a Takeout Double of partner’s 
one spade, vulnerable or not vulnerable. 

With hands containing less than 2 ^/^> honor-tricks 
but a nearly solid six-card or longer suit make a 
shut-out bid. About G winners are required for a 
Jump bid to three and 7 winners for a Jump bid to 
four (expecting 3 tricks in partner’s hand). 

All Jump Takeouts or Raises are, shut-out and 
not strength-showing bids after opponent's Double, 
The fact that a player does not redouble is an in¬ 
ference that he is not strong. With • 

4KJ 10 9743 7— OJ10 97 432 

bid four spades over opponent’s Takeout Double 
of partner’s one club. 

3. With a weak hand containing less than i 
honor-trick the player should pass over the oppo¬ 
nent's Takeout Double, Under these conditions a 
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“rescue” is decidedly a losing bid. For instance, 
with 

432 7J 10 732 0 CIS 4 3 410 3 
the player should pass the Takeout Double of 
partner’s Opening one notrump. If very weak 
bids are allowed after the Double, then partner 
can never distinguish clearly between hands 
containing a modicum of strength (about lV ‘2 
honor-tricks) and near-blank hands. Conse¬ 
quently, even when unusually strong, he would 
not venture a Rebid and thus miss many games. 
(See SOS Redouble, page 311.) As a general 
rule, except for Redoubles with hands containing 
2 V 2 or more honor-tricks (sometimes but 2 tricks), 
the procedure under a Takeout Double is practically 
the same as though no Double were made. It does 
not mean, of course, that it should be completely 
ignored, since a hand of considerable strength has 
been indicated. 

Procedure Under a Redouble of Partner's 
Takeout Double 

Even more baffling is the problem of what to do 
after an opponent redoubles partner's Takeout 
Double, 

South West (partner) North East 

1 N T or 1 7 Double Redouble ? 

The writer has been almost alone in insisting tnat 
in such a situation East cannot pass unless he is 
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prepared to defeat the one notrump or one in a suit 
redoubled. 

On the other hand, the weaker East's hand is^ 
the more urgent it is for hbn to bid. The argument 
advanced by so many experts that, after North’s 
Redouble, East need not bid since West can 
“take himself out” is entirely fallacious for the 
following principal reason: Suppose North makes 
a bluff Redouble, which is excellent strategy when 
a pass by East has no penalty significance. 
North may hold something like 

♦ 3 S?54 OQJ10 9764 +943 

and make a “psychic” Redouble of one notrump 
with absolute impunity. He is now quite cer¬ 
tain that either East or West must rescue him for 
they will never really suspect his bluff until too 
late. If East passes with a good hand his partner. 
West, must “rescue himself,” never realizing that 
North made a bluff Redouble, for he naturally 
assumes a weak hand with East, If East holds 
a strong hand he is forced to bid, for otherwise 
West will assume a weak hand and a likely game 
or even Slam may be lost. But if East bids^ the 
best bid—a severe penalty at one notrump 
redoubled—is automatically killed. 

’ Frequently, South will innocently add to the 
opponents' confusion by doubling their contract 
on the strength of North's Redouble, I hat 
would be exactly in accordance with North's plan; 
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he now bids three and, if necessary, four diamonds 
and/thus spikes the enemy’s guns. Thus, the 
opponents lose an opportunity for a heavy penalty 
and, in addition, will often be bluffed out of the 
game. Unless a pass in this situation means a 
Penalty Pass the partnership is helpless against a 
bluff or a weak Redouble. The best argument is 
to adopt a policy of psychic Redoubles (always 
provided an ''out'" is available) against players 
who do not use a Penalty Pass after a Redouble. 
They will either be forced to change their defense 
or quit Bridge. The writer, in his lifelong 
experience against master players in various 
parts of the world, has developed this technique 
of psychic and weak Redoubles of Takeout 
Doubles, and it has worked so well that the 
opponents have been forced to adopt a Penalty 
Pass as the only effective defense. But even if a 
Redouble is not psychic, it may easily be weak 
or distribution may be quite unfavorable to the 
Redoubler, and the opportunity to defeat severely 
an opponent’s contract of one (in a suit or no- 
trump) will thus be definitely lost. Finally, if the 
Redouble is strong it is more important than ever 
that the Takeout Doubler be informed, as much as 
possible, of partner's four-card length, however 
weak, which may fit in with his own distribution. 

The proper procedure under a Redouble of 
partner’s Takeout Double of one notrump or one 
in a suit is: 
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With any but a strong hand the player must never 
pass. The player should^ with only slight modifica¬ 
tions,^ respond as though the Redouble had not been 
made and as though he were responding directly to 
partner's Takeout Double. 

He should make a Penalty Pass of opponent’s 
one notrunip bid if holding 2 V 2 or more honor- 
tricks or but 2 honor-tricks., with intermediates 
and good distribution. He should make a 
Penalty Pass of opponent’s trump bid of one, 
only if holding from 4 to 5 sure trump tricks and 
being reasonably certain of defeating the contract. 

He should respond with one notrump (if 
opponent opened with a suit) only on hands 
containing at least / honor-trick including a stopper. 

With hands containing less than / honor-trick 
and a worthless four-card major he should, 
whenever possible, respond with a four-card 
minor unless the major suit response leaves the 
bidding at one-odd. 

Finally, if the only four-card length is in the 
suit bid by the opponent, the player should 
respond with “two clubs,” especially with a 
worthless hand. To illustrate; 

South West North East 
1 4^ Double Redouble I ? 

East must bid two clubs on: 

♦ 10 973 ^542 0763 ^432 
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The reader can rest assured that there is method 
in this apparent madness. 

THE SOS REDOUBLE 

South (Dealer) West North East 

1 N T or 1 ^ Double Pass Pass 

Redouble! (S 0 S) (a Penalty Pass) 

A Redouble by the Opening bidder following a 
Penalty Pass is an S O S (help! help!) Redouble 
and unconditionally Forcing on partner, who must 
respond with a bid of his longest suit. The in¬ 
ference is obvious that the Redouble is not made 
on unusual strength but in the hope of extri¬ 
cating himself from an apparently desperate 
situation. To leave the SOS Redoubler in the 
lurch is almost worse than not to heed the pitiful 
little cries of a baby lost in a snow storm. 

Many players commit the blunder of rescuing 
with a very weak suit the partner whose Opening 
bid has been doubled for a Takeout in an attempt 
to forestall a probable Penalty Pass by the fourth 
player. In most cases such a procedure merely 
makes matters worse and eliminates the possi¬ 
bility that the Fourth Hand would have bid after 
all. The proper use of the SOS Redouble 
obviates this necessity, for, if the Opener wishes to 
be rescued, he can make the SOS Redouble— 
always provided his partner is at least of average 
skill. 
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THE DEFENDING HAND {Continued) 
III. Overcalls in the Opponents’* Suit 


Closely related to Takeout Doubles, but show¬ 
ing, as a rule, much stronger hands, is the Im¬ 
mediate Overcall in the suit named in an oppo¬ 
nent’s Opening bid. 


OVERCALLING IN THE SUIT BID BY THE 
OPPONENTS 

The theory of Overcalls in opponent’s bid suit 
is as follows: 

With strong two-suiters and freaks the Takeout 
Double should, as a rule, be avoided. Partner is 
not only confused, but there is always the danger 
that partner may pass the Double for a penalty or 
that opponents will attempt to crowd and shut out 
the bidding by Jump Raises or Pre-emptive 
Takeouts. 

In situations like this an Immediate Overcall 
in the adverse suit advantageously replaces the 
Takeout Double. It is both a strength- and a 
freak-showing bid—a gigantic Takeout Double. 

The following situation illustrates the Imme- 
342 
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iiate Overcall in a suit which has already been 
bid by an opponent; 


Two spades! 

4 - 

S? AQJ 8 
0 A K 7 3 
♦ KQJ42 



North 

Dealer 


One spade 

^ W 


South 


With North's hand, the Overcall with a bid of 
two spades is ^entirely correct; similarly, if the 
hand contained in lieu of one small club a singleton 
spade. This is one of the most beautiful infer¬ 
ential bids in Contract and should be commonly 
used, whenever opportunity arises, along with 
other Forcing bids. This bid is absolutely safe 
and highly informative—assuming partner has at 
least a grain of common sense. 

Originally, an Overcall in the opponents' suit 
meant a Slam try to show no losers in that suit; 
that is, the player making the Overcall showed the 
Ace, a singleton or a void in the adversely bid 
suit. In the Approach-Forcing System a sharj 
distinction is drawn between the Immediate Over- 
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call in the opponents’ bid suit after an opponent 
has opened the bidding, and the same Overcall 
after partner has opened the bidding. An Imme¬ 
diate Overcall of opponent’s Opening bid is by no 
means ‘‘a Slam invitation” but an attempt to 
find the best game bid. The hand may easily 
contain a losing singleton in the opponent’s suit. 
In fact, the Overcall may be used in three different 
situations, as follows: 

{a) At a low stage of the bidding, by the De¬ 
fending Hand (opponents having opened the 
bidding), as in the preceding example. 

{b) At a low stage of the bidding, by the Re¬ 
sponding or Opening Hand (partnership having 
opened the bidding), in place of a Forcing Take¬ 
out or a Forcing Rebid. 

(r) In higher stages of the bidding, by any 
player. As a rule, in the higher stages, of the 
bidding, the hand does not contain a loser in the 
first lead of opponents’ suit. 

An Immediate Overcall in the opponents^ bid suity 
made by the Defending Handy is a Forcing bid to 
game with the special meaning of a powerful Take-- 
out Double, This bid shows a hand containing at 
least 5 V 2 honor-tricks with a strong trump suit 
(4 sure trump tricks), or a hand containing at 
least 4 honor-tricks and very freakish distribution, 
with, usually, a void, the Ace or a singleton of 
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the adversely bid suit. The total must be at 
least 8 winners. The player should always be 
sufficiently powerful to be prepared to find 
partner with a blank hand. 

In responding to an Immediate Overcall in the 
opponents' bid suit it is not necessary ever to 
jump the response, regardless of the honor 
strength held, as the bidding cannot die short of 
game. With this exception, the same procedure 
should be followed as used in responding to a 
Takeout Double. A notrump response, however, 
does not necessarily imply 1 honor-trick, but it 
does show a stopper in the opponents’ suit. 

When the Responding Hand overcalls an inter¬ 
vening adverse bid in the same suit, in lieu of a 
Forcing Takeout, the Opening Hand bids much 
the same as opposite a Forcing Takeout. (The 
Overcall in the opponents’ suit is Forcing to game, 
exactly like the Forcing Takeout.) The one ex¬ 
ception is the notrump response, which must 
show a stopper in the opponent’s bid suit. 

The only instance in which an Overcall in the 
suit bid by the opponents does not require part¬ 
ner to take out occurs when a Takeout Double is 
made firsts followed by an Overcall in the opponents' 
suit. In such situations, the Overcall in the ad¬ 
versely bid suit, far from being Forcing or show¬ 
ing a void in the opponents’ bid suit, actually 
shows strength in that suit itself. 

For instance: 
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South West North East 

1 ^ Double Pass 1 ^ 

Pass 2 7 

West^s bid of two hearts shows a hand containing 
a strong heart suit. East easily infers that West 
is not now Forcing to game, for, if he had wished 
to do so, he would have bid two hearts instead of 
doubling first. Any response East now makes is 
free and must be based on the foregoing inferences. 
This use of the Takeout Double followed by an 
Overcall in the opponents’ suit is an effective 
weapon against a psychic or bluff bid made by an 
opponent. 

In conclusion: 

Defensive Overcalls indicate biddable suits and 
hands varying from IV 2 to 2 V 2 honor-tricks in 
total strength. 

Jump Defensive Overcalls indicate less than 3 
honor-tricks and such a total amount of winners 
as required by the number of tricks contracted 
for minus 2 or 3 tricks (according to vulner¬ 
ability). 

Takeout Doubles indicate hands with 3 or more 
honor-tricks and either support in the majors or 
an escape suit bid. 

Immediate Overcalls in the opponents^ bid suit 
indicate at least 4 honor-tricks with freakish dis- 
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tribution, or at least 5 V 2 honor-tricks with 
a strong suit and not less than 8 winners in all, 
and show control of the first round of the bid 
suit. 

Here again the Approach-Forcing System toler¬ 
ates no arbitrary convention, but makes it 
possible for every bid to be reasoned out from 
the logic of bidding situations. 



Chapter XVII 
PENALTY DOUBLES 


A Double is for penalties when 
{a) Partner has previously bid—even if the 
opponents’ doubled contract is only one- 
odd, or 

{b) The doubled bid is at least two notrump 
or a four-bid in a suit. 

SAFEGUARDS AND PROCEDURE FOR PENALTY 
DOUBLES OF ADVERSE SUIT BIDS 

The *'Two Trick** rule: Any Penalty Double 
must be based on the expectancy of defeating 
the contract by 2 tricks. So-called ''sporting” 
or "free” Doubles on a margin of but 1 trick are 
never advisable. Even when a game has been 
bid, a Double on a margin of 1 trick is bad prac¬ 
tice because it may enable Declarer to locate an 
important honor, or particularly a trump trick, 
and thus enable him to make his contract (by 
knowing how to finesse). 

The ''Trump Trick** rule: Penalty Doubles 
of suit bids below a game contract should not be 
made unless at least 1 trump trick is held by the 
Doubler. This rule is a valuable safeguard against 
the invisible rocks of distribution. Especially 
when the bidding indicates that opponents hold 
348 
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a practically solid trump suit should one refrain 
from close Penalty Doubles based merely on side 
strength. 

THE CULBERTSON PENALTY DOUBLE RULE 

Add the fninimum niunber of honor-tricks shown 
by partners bids to honor-tricks {and trufnp tricks^ 
if any^ in the adverse suit) held in playePs own 
hand and subtract the total from ij. The balance 
will show the trick-taking Ihnits of the opponents' 
contract. If now the player expects to penalize 
the opponents by at least 2 tricks—the minimuyn 
margin of safety for any Double—he may double 
when not expecting a greater gain at his own bid. 

This all-important rule definitely solves the 
problem of doubling and is based on strict ad¬ 
herence in partnership bidding to the Standard 
Table of Honor-Tricks and minimum require¬ 
ments for various bids—especially Opening bids. 

To illustrate: 

Assume that the Dealer opens with one club 
and the Second Hand overcalls with one spade. 
The Third Hand, holding 

1^4 7 8 5 0 A K 7 ♦ 9 4 

has a sound Penalty Double of the one spade bid. 
There are 4 spade tricks plus 2 diamond tricks 
plus (somewhere) at least 2 taking tricks shown 
by partner—in all at least 8 taking tricks. It 
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follows that opponents can make at the most 5 
out of 13 tricks. If a player is able to choose 
between making a rubber game (which is worth 
600 points) and defeating the adverse vulnerable 
contract by 2 tricks doubled (which is worth 
500 points), the latter should be preferred. The 
same principle should be followed in other situa¬ 
tions when the expected score at one's own bid is 
roughly equivalent to the expected penalty. 

THE PROCEDURE OF DOUBLER's PARTNER 

Partner should leave in the Penalty Double^ 
even though his hand is a blank, unless his hand 
contains an important factor not previously 
known to Doubler from the bidding or assumed 
by him. 

Partner should take out the Penalty Double 
when his hand contains certain important ele¬ 
ments that are presumably unknown to Doubler. 
Partner should take out the Penalty Double 
under the following conditions: 

1 . When the distribution is very unbalanced 
(freakish)—provided partner is not aware 
of it. 

2 . When it is evident that partner's hand is 
worthless against opponents' bid—provided, 
however, that it contains some elements 
of support for Doubler's previous bid and 
that the possible loss will not be serious. 
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3. When partner, in bidding, has seriously 
misled Doubler as to the nature of his hand. 

THE PROCEDURE FOR PENALTY DOUBLES 
OF ADVERSE NOTRUMP BIDS 

{Based upon the Rule of Eight) 

A safe Penalty Double of an adverse notrump 
is based upon a count of the honor-tricks in the 
Defending Hands. At notrump the ratio of 
tricks taken with honors to those taken with low 
cards is about 8:5. 

If partnership hands can account for 5 honor- 
tricks the adverse one notrump will, as a rule, be 
defeated ^by 2 tricks. The combined hands 
should establish, in addition to honor-tricks, 3 
low-card, tricks—a total of 8 out of the 13 tricks. 

If partnership hands can account for 5 V 2 honor- 
tricks the adverse one notrump will be defeated 
by at least 2 tricks and very probably by 3 tricks. 
The ratio of “penalty expectancy'’ is propor¬ 
tionately readjusted in estimating the Doubles 
of adverse two and three notrump bids. 

But the count of honor-tricks for Penalty 
Doubles of notrump bids must not be relied upon 
too absolutely. Notrump contracts can success¬ 
fully be made with less honor strength when 
backed up by an established or by an easily 
establishable long suit. Time is the predominant 
factor. 
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In considering a Penalty Double of notrump 
the player must, therefore, carefully ascertain 
whether the opponents hold long suits and, if so, 
how quickly such suits can be established. If 
the bidding discloses no five-card or longer suit, 
or if adverse suits are presumably doubly stopped, 
the ratio given on the preceding page applies, 
and the Penalty Double is sound. 

(Examples illustrating the difference between 
Takeout and Penalty Doubles are given in 
Chapter XV.) 



Chapter XVIII 


SLAM BIDDING 

In Contract, Slam premiums are the deserved 
reward for the most valuable of intellectual 
qualities—precision of thought. A successful 
Slam bid is the crowning culmination of the 
beautiful mechanism of inferences that make up 
the Culbertson System of 1933. It is the decisive 
test of any system or any player. 

Slam bids are the logical extension of the 
principles and methods governing game bids. 
They are a kind of superstructure of several 
stories added to the building of inferences neces¬ 
sary to reach part-score and game contracts. 
The principal object of bidding is, of course, a 
game or worth-while penalty. Experience has 
proved that no convention such as artificial Ace¬ 
showing, which is used exclusively with Slam 
bids, can be introduced below the game stage of 
bidding without leading to hopeless confusion. 
The fact remains, however, that all Slam bids 
indirectly have their roots in lower bids and fre¬ 
quently begin even with a one-bid. A Slam bid, 
in order to be successful, must be built on a firm 
foundation of precise Opening bids and partner¬ 
ship responses. Even a slight lack of precision in 
the initial stages of bidding, such as a careless 
353 
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trump Rebid, suppression of a biddable suit in 
favor of notrump, or a blustering!y over-confident 
two-bid, magnifies itself from round to round, 
growing from a whisper to a scream, louder and 
louder, until it shrieks into a disastrous Slam bid. 
The sins of the original round of bidding are 
visited upon the third and fourth generation of 
bids. 

It does not follow that Opening bids should 
necessarily be strong—quite the contrary. Strong 
Opening notrump bids, for instance, when made in 
preference to suit bids, are invariably vague as to 
distribution and are far more difficult for partner 
to visualize than light but precise minimum suit 
bids. If a hand containing a suit bid be strong, 
the added strength can be shown more easily 
through Rebids. Partner can visualize any 
minimum, however high or low, so long as it is 
not vague.* 

* Light but sound Opening bids have a further advantage 
in that the initial stages of bidding are kept low, which is fre¬ 
quently impossible if partner originally passes better than 
average hands. For instance, if with 

4A 9 8 4 7AQ32 0765 4Q4 

a player passes not vulnerable, as Dealer, and his partner opens 
with one notrump, the subsequent bidding will necessarily 
be blurred; in almost any system partner must respond with 
two notrump, and he will probably never find out about the 
existence of a biddable four-card heart suit, nor can he get 
the beginnings of a precise count of the distribution of the 
hand* 
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What is required more than anything else in 
successful Slam bids is precise information on 
minimum and additional honor and distributional 
values indicated by Opening bids. Rebids and 
responses. Every little bid must have a meaning 
of its own. 

Nor should the story of the same hand be told 
twice; in Bridge it is worse than boring—it is 
costly and creates bad Slam feeling. Practically 
all Slam bids depend on the combined values of 
partnership hands; hence, almost any bid should 
be treated as a potential Slam try. Every bid 
must be surrounded by a finely drawn network 
of positive and negative inferences; it must be 
treated like a delicate surgical operation in which 
not the slightest precaution is neglected. A Slam 
will then develop naturally and beautifully, 
falling of its own weight like ripened fruit—from 
the inexorable logic of the bidding situation. 

1. MATHEMATICS OF SLAM BIDDING 

A biddable and makable Slam occurs, roughly, 
once in less than three rubbers. These statistics 
are not as yet quite reliable, but the fact remains 
that through defective methods of bidding a great 
proportion of biddable and makable Slams is 
not bid at all, and a great number of other hands 
are wasted on Slam bids which should never have 
been attempted. 
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Considering that the vulnerable Small Slam 
premium (750 points) is roughly equivalent to a 
vulnerable rubber and that the vulnerable Grand 
Slam premium (2250 points) is roughly three times 
the value of a vulnerable rubber, the effects of 
bad Slam bidding will be strongly felt in the score. 
A team which bids too many losing Slam bids or 
not enough winning Slam bids cannot in the long 
run win against a pair who employ modern 
scientific methods of Slam approach. This is 
particularly true when the enormous Grand 
Slam premiums are considered. 

The present Slam premiums are so computed 
as to be roughly equivalent to the total value of 
vulnerable or non-vulnerable games, so that, if a 
player has a choice between scoring a certain 
game and trying for a Slam, his loss will be about 
equal to his gain. For instance, a game is worth 
slightly more than 400 points. The non-vulner- 
able Small Slam premium is 500 points. Suppose 
now a player gambles for a Small Slam. If he 
makes it he gains 500 points extra; if he makes 
but five-t)dd and is set 1 trick, his loss is the value 
of the first game, say, at spades (about 420 points) 
plus 30 points for the overtrick, plus a penalty 
of 50 points if undoubled or of 100 points if 
doubled. Say that half the time he will be 
doubled, which gives us an average of 75 points, 
making a total of 525 points which he gambled 
to make an extra 500 points—offering a prac- 
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tically even chance to win twice as much or 
nothing. 

It follows that, if the making of a number of 
small Slams hinges upon a successful finesse, 
mathematically, and all factors of partnership 
skill being equal, a player will gain in the long 
run as often as he will lose. Actually a Serial I 
Slam should always be attempted if its success 
hinges on a finesse. The reason is that frequently 
the finesse against a Queen may be taken in 
either hand after locating the Queen; at other 
times a finesse may even be eliminated through 
the establishment of a long suit, a ruff, a forced 
lead up to the Declarer or a squeeze play. The 
argument that a sure rubber is “in the pocket’’ 
and that the next deal may be unfavorable does 
not hold. From the standpoint of luck each new 
deal is an independent event offering in the long 
run exactly equal chances to either side, chances 
which must and will operate in accordance with 
the Laws of Probabilities. The person who 
pockets his “sure rubber” will be forced to put 
it up again at the next deal and perhaps at odds 
which will not be so favorable. Only when 
playing with a weak partner against strong oppo¬ 
nents is one justified in not trying for a Slam 
unless the probability is about two to one in 
favor of its success. Outside of the question of 
the delicate plays involved in many Slam con¬ 
tracts, the longer one plays with a weak partner 
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against strong opponents the greater the chances 
of disaster. On the other hand, if two strong 
players are playing against weak opposition it is 
to their advantage to try for a Slam, even on 
slightly less than a fifty-fifty chance. The inferior 
defense may help them, and should they be 
defeated the game still continues at odds highly 
favorable to them. The qualification “slightly 
better” is used advisedly. It does not mean, of 
course, that the strong players should deliberately 
abstain from scoring games or try to squeeze a 
luscious Slam out of a stone. Although the Ship 
of Fortune is most sensitive to the slightest 
movement of the rudder of skill, the most skillful 
skipper is not so foolhardy as to dilly-dally with 
the invisible rocks of distribution or such brutal 
obstacles as adverse Aces and Kings. 

A Grand Slam bid^ vulnerable or not vulnerable^ 
is also justified if its success hinges upon a finesse 
or any other event that offers about an equal chance^ 
always provided the factors of partnership and 
opposing skill are fairly equal. 

For instance, when you are reasonably certain 
to make a rubber game and a Small Slam vul¬ 
nerable, but find that a Grand Slam can also 
be made provided a finesse is successful: if you 
bid a Small Slam only, say, at spades, but make 
13 tricks, you score 500 points for the rubber 
and game, 750 points for the vulnerable Small 
Slam and 210 points for your seven-odd tricks— 
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in all 1460 points. Had you bid a Grand Slam 
you would have scored in addition 2250 points 
less 750 (the premium of the Small Slam al¬ 
ready counted) or 1500 points. In other words, 
you would have about doubled your gain. Sup¬ 
pose, however, that with some other hand you 
bid for a Grand Slam vulnerable and the con¬ 
tract is set 1 trick on a losing finesse. Your 
loss is now not only the rubber and Small Slam 
premiums but an additional penalty of 200 points 
if doubled and 100 points if not doubled (an 
average, say, of 150 points) making a total of 
1580, slightly more than the 1500 additional 
points you gambled for by trying for a Grand 
Slam. Here, again, the fact that on close Slam 
hands the Declarer has greater control and more 
opportunity to use fine play, and the fact that 
all Slams are not defended perfectly, more than 
counterbalance all other considerations, including 
the possibility of losing a trick to the opponents 
through the ruff of the first lead. 

In conclusion: 

1 . Partnership and opposition factors being 
equals a Small or a Grand Slam bidy vulnerable 
or not vulnerabky should be attempted whenever 
the making of the twelfth trick {Small Slam) or of the 
thirteenth trick {Grand Slam) depends on only 
one favorable circumstancey such as a finessCy 
offering about an even chance for success. 
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2 . A Small or a Grand Slam should not be 
bid when it depends upon more than one ^'fifty- 
fifty*' circumstance such as two finesses or a finesse 
coupled with a favorable break in the suit, 

3. With an inferior pai'tner and superior 
opponents a Small or a Grand Slam should not be 
bid on an even chance^ such as a finesse^ but on a 
reasonable certainty offering about a two to one 
chance for success; with a superior partner against 
inferior opponents a Small or Grand Slam bid 
should be attempted on slightly less than an even 
chance for success, 

2. SLAMS AT SUITS AND AT NOTRUMP 
(the STRUCTURE OF SLAMS) 

A notrump Slam, like any other notrump bid, 
is built with two kinds of tricks—honors and 
establishable low cards in long suits. A trump 
Slam is built with four kinds of tricks—honors, 
trump tricks in the long trump suit, ruffs in the 
Dummy and establishable low cards in other long 
suits.* 

It is obvious that a trump Slam bid is, as a 

* The trump tricks in the long trump suit and the low-card 
tricks in other establishable suits are really of the same kind. 
They are separately classified for the purpose of Slam bids 
in order to emphasi 2 e the important fact that low trumps in 
either Declarer’s or Dummy’s hand serve as additional stop¬ 
pers not available at notrump. 
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rule, far more flexible, safer and richer in poten¬ 
tial tricks than a notrump Slam bid. At a 
suit contract, extra tricks are available through 
ruffs in the Dummy; low cards in long suits 
can be mobilized in time and brought in as 
tricks under the protection of the trump suit 
in the combined hands. Even the enemy's 
established suit can be held up for several leads 
until reenforcements in side suits are mobilized; 
a long side suit can be established through ruffs 
in either hand without the necessity of losing a 
single trick to an opponent's stopper or stoppers 
in that suit; opportunities for squeezes and end- 
plays are also much greater; finally, the entire 
hand does not hang upon a finesse which, if 
unsuccessful, offers a re-entry and precipitates a 
catastrophic avalanche from the opponents' es¬ 
tablished suit. 

Theory and experience agree that a notrump 
mania in Slam bids is as deadly as with Opening 
bids and responses. Hence the following prin¬ 
ciple should be strictly observed. 

Choosing Between Trump and Notrump Slams 

few exceptions all Small and Grand Slam 
bids should be made at the best suit bid^ be it even 
a minoTy rather than at notrump. 

Exceptions occur as follows: 

ia) When the hands contain the necessary 
values bpt lack an adequate trump suit. With 
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adequate trump support, a four-card suit Slam 
bid should almost always be preferred to notrump. 

(^) When the selected trump suit may lose 2 
tricks, and it is clear from the bidding that 12 
tricks are available at notrump. This may hap¬ 
pen when the Dummy holds four small trumps 
of partner’s second bid suit (major), but the 
bidding clearly indicates tops in other suits 
amounting to a strong probability of 12 tricks 
at notrump. 

(c) When (usually in Grand Slam bids) the 
bidding unmistakably indicates not only four 
Aces but one solid five-card and one solid six- 
card suit. This is in order to obviate, with 
extreme freaks, the danger of losing the first 
trick through a ruff by an opponent. It goes 
without saying that such a freak is extraordi¬ 
narily rare unless Goulashes are played, and the 
certainty that two suits are solid is even rarer.* 

All in all, occasions when six or seven notrump 
should be preferred to a trump Slam are ex¬ 
tremely rare. The most scientific approach 
to a Slam is the discovery of the best trump bid. 

Instances in which a player receives equal 
support for his four-card and five-card bid suits 
are far more common. In all such instances, 

* For this reason, occasions for using the four and five 
no trump bids also seldom occur. How these two lazy, sleepy 
bids, are put to work in a startlingly new and dramatic man- 
, ner is explained in the following pages. 
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the four-card suit should be preferred, leaving 
the longer suit as a side suit. 

The Question of the 'rRUMp Suit 

I'he selection of an adequate trump suit for 
the combined hands is of even greater importance 
in approaching a Slam than with game bids. 
Many Slams, bristling with top cards, are poisoned 
with a miserable appendix in an opponent's 
hand, as J 10 8 7 2 of trumps or, more ignominious 
still, 10 9 4 3 2 of trumps. In order to avoid 
these deadly rocks of distribution, the utmost 
caution should be used in building up the trump 
inferences. A combination like trump 9 7 6 2 
or J 10 2, or even Q 3 2 in the Dummy, though 
technically “adequate trump support,’' should 
be viewed, if not with alarm, at least with sus¬ 
picion. Here, again, it does not follow that a 
Slam should not be contracted for with a four*- 
card suit. Not to bid a four-card suit at all for 
fear of possible unfavorable distribution would 
be like jumping into the river to avoid the rain. 
It simply means that the most solicitous atten¬ 
tion should be given to the careful construction 
of inferences that determine the trump suit. 

In the Culbertson System of 1933 numerous 
safety devices are automatically available for 
the proper discovery of the best trump bid but, 
in view of the vital importance of Grand Slam 
bids, the following new convention was developed 



364 Partnership Language 

by the author to strengthen trump inferences. 

A great number of makable Small Slams are 
lost simply because the partner holds but three 
small or even two small supporting trumps while 
his own suit has been denied by partner. He 
fears to contract for a Slam, not being certain that 
the trump suit contains no more than one loser. 
Even a greater number of makable Grand Slam 
bids will be reached if partner can get the count 
of his partner's trump suit. (See the example 
on a later page.) 

The Jump Trump Rebid 

yi Jump Rebid in the same suit shows a six- 
card or longer suit containing not more''than one 
loser assuming unfavorable but not extremely freakish 
distribution. The word Rebid implies, of course, 
that the suit has previously been bid by the 
player. For instance, 

South North 

W 24 

47 ! 

South's Jump Rebid does not necessarily indicate 
any additional honor values, but it does indicate 
a nearly solid trump suit. If South bids only 
three hearts over North's two spades, it is also a 
Rebid but merely shows a fair six-card suit or 
even a strong five-card suit. The Jump Re¬ 
bids are reserved only for six-card or longer suits 
containing not more than one loser such as 
K Q J 10 8 4 or A Q J 10 8 6 3. The fact that in 



Slams at Suits and at Notrump 365 

the foregoing example South, after North's Forc¬ 
ing Takeout, rebids directly to game, far from 
closing the bidding, constitutes almost an infer¬ 
ential force. It is obvious that, after North makes 
a Forcing Takeout (which shows at least 3 V 2 
honor-tricks), he will be much more encouraged 
to approach a Slam if he knows that South has 
a long and powerful trump suit. 

Again, in the same example, if South responds 
with two notrump to North's two spades, and 
North now bids four spades (thus shutting out the 
range of three spades or three notrump) his 
Jump response, in turn, indicates a near-solid 
spade suit. This convention is generally used 
after Opening bids of one and after strength is 
shown by the Responding Hand. After Opening 
two-bids it can be used only occasionally^ for 
situations will freeiuently arise when a Jump 
Rebid, even to show a near-solid trump suit, will 
shut out other and more valuable information. 
It follows that failure to make a Jump Rebid 
after Opening bids of one carries with it a negative 
inference that partner's suit may contain more 
than one loser, but not necessarily so after a 
Forcing two-bid. This Jump Trump Rebid Con¬ 
vention is invaluable in approaching Small and 
Grand Slam bids. 

Leaders and Mobs 

In the structure of cards, honor values repre¬ 
sent the quality element. They are the aristoc- 
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racy of the world of cards—the tops, the leaders. 
From the standpoint of the Time Factor in the 
struggle of suits, they furnish the indispensable 
stoppers and re-entries that not only stem the 
tide of the enemy's suits but mobilize and bring 
in the allied forces before the field is overrun. 

And yet it is a gross error to state that Slam 
bidding (or even Contract Bridge) is largely a 
question of “Aces and Kings." As a matter of 
fact, Queens and Knaves, various '‘plus values" 
and even Tens are almost equally important. 
But of far more importance are the reserve battalions 
of establishable long suits and the narrow or im¬ 
passable gorges of singletons and voids dominated 
by the trump fortress in coinbined hands. 

Low cards represent the quantity factor. In the 
world of cards they are the anonymous “masses," 
the raw material from which are recruited and 
developed the future leaders of Small and Grand 
Slams. They are the pawns which become pro¬ 
moted to Queens. 

Hardly any Slam or, for that matter, hardly 
any game, can be made without developing and 
cashing as tricks the low-card reserves. Honor 
values by themselves will not suffice except with 
the rarest of hands. It follows that almost any 
successful Slam bid must be based equally on 
honor and distributional (low-card) values. 

A suit or a hand without honors is like a leader¬ 
less mob; and a hand without distributional 
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values is like an admiral without a navy. The 
great danger of Grand Slam bids on distributions 
such as 4-3-3-3 and 4-4-3-2, however well stocked 
with honors, is that the final thirteenth trick is 
not available for lack of long suit values. On 
the other side, Slam bids, when based on a count 
of playing-tricks only, will frequently fail be¬ 
cause of the Time Factor. The combined hands 
may count up to as high as 10 winners but, re¬ 
gardless of that, two Aces held by the opponents 
are naturally of greater importance. 

The “cue bidding’’ methods which concentrate 
mainly on showing Aces and sometimes Kings, 
though at the expense of distributional informa¬ 
tion, err at the one extreme; the school of thought 
that requires not so much the count of honor 
values as the count of the total number of tricks, 
errs in the opposite direction. The proper 
method is to draw precise inferences as to honor 
values, and, especially for Grand Slams, to locate 
scientifically all the Aces (see the Four-Five 
Notrump Convention), but at the same time to 
keep in mind the tremendous importance of 
distributional values. 

SLAM INFERENCES 

Two conditions are necessary before the 
possibility of a Slam bid can be considered, as 
follows: 

1 . The partnership hands must contain favor- 
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able distribution—an adequate trump suit, some 
other suit length and usually a short suit. In 
other words, the hand must have ‘‘body.” 

2 . The combined hands must contain about 
GV 2 honor-tricks. 

This is merely a general rule, and the number 
of honor-tricks that warrant a Slam will naturally 
vary according to the distribution in the partner¬ 
ship hands. With tricks due to absent suits, 
a Slam may be reached with 6 and even fewer 
honor-tricks; with “flat tire” distributions such 
as 4-3-3-3 or 5-3-3-2, even 7^/2 to 8 honor-tricks 
may not suffice; finally, if the distribution of one 
hand is unbalanced and that of the other hand is 
balanced, the number of honor-tricks required 
will oscillate between the extremes of freak and 
(the opposite) “bodiless” distribution. 

With these reservations, one may state as a 
general principle that, if a player can account, 
from the bidding, for GV 2 honor-tricks in the 
combined hands, together with a fair distribution, 
he is approaching the Slam Zone. It does not 
follow by any means that a Slam should be bid. 
In fact, the chances are that a hand containing 
but GV 2 honor-tricks will be defeated at a Small 
Slam bid, even if the partnership hands contain 
four Aces. With GV 2 honor-tricks there are 
2 taking tricks outstanding, and if they are held 
by the opponents only 11 tricks are accounted 
for at best. Even if the player can trace 7 
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honor-tricks for the combined hands, he should 
still assume, in accordance with the Rule of Eight, 
at least IV 2 honor-tricks—say, an Ace-King— 
outstanding. In such a situation, the best he 
can hope for is a Small Slam dependent on a 
finesse. With 6 V 2 honor-tricks, therefore, the 
player immediately considers a Slam possibility 
and, with this in view, proceeds to explore further 
the distributional and added honor possibilities of 
partner's hand. He has assumed a certain dis¬ 
tribution and a certain minimum of honor-tricks 
from his partner’s bids, which has enabled him 
to determine that the combined hands now con¬ 
tain at least ()V 2 honor-tricks. His next step is 
to determine through partner s responses whether 
partner has any added values. At the same time 
he is trying to convey similar information to his 
partner. There are, therefore, two distinct steps 
that lead to the Slam Zone: 

{a) The player determines from the 
Opening bid and responses, the distribution 
and honor-trick strength of combined hands. 

{b) The player obtains and conveys 
during subsequent bidding added information 
as to the distribution and Rebid values of 
partnership hands. 

The Rule of Eight in Slam Bids 
Count the number of honor-tricks shown by 
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partner's bids. Add the total to the honor- 
tricks held in one's own hand and subtract from 8 
or 8 V 2 (depending upon distribution). The 
balance remaining, if any, will indicate the 
possible maximum number of tricks the opponents 
can take. This principle must naturally be 
somewhat modified according to the specific 
bidding situation. 

The Rule of Eight is merely a rough and ready 
method of determining the approximate Slam 
possibilities. It must be supplemented and fre¬ 
quently even replaced by Plastic Valuation (see 
Chapter VI) by which the possible losers of each 
suit are being gradually eliminated through the 
added values shown by partner's responses. 
In Plastic Valuation each key card in each suit is 
estimated individually^ and the total thus ob-. 
tained gives the precise estimate of the possible 
remaining key cards in the opponents' hands. 
When the composite picture of the two combined 
hands accounts for 11 reasonably sure winners, 
the twelfth probable winner (dependent, say, on a 
finesse) and the thirteenth possible loser, the 
player has a Small Slam bid. Similarly, if the 
partnership hands indicate 12 reasonably certain 
winners and a play for the thirteenth, or, to put 
it another way, if it is reasonably certain that 
the opponents will not win any of the first twelve 
tricks, and the thirteenth hints at a finesse at 
the worst, a Grand Slam is indicated. 
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Duplication of Values and Freaks 

The player must be warned against two dangers 
that frequently wreck a Slam bid: 

1 . Duplication of Values^ a term coined by 
the writer to indicate a situation in which the 
player holds an Ace or an A K in the suit of 
which partner holds a void or, sometimes, a 
singleton. The void enhances the value of the 
hand, leading to added Rebids or Raises, but 
since the player's additional strength is also con¬ 
centrated in the suit of which partner is void, 
the flanks of some other suit are apt to be widely 
exposed, leading to a defeated Slam bid. 

2, With a freak hand it is futile to expect 
average distribution of one's trump suit. 

The combinations formed by freaks diametri¬ 
cally reverse the normal and the abnormal, some¬ 
what similar to running a moving-picture film in 
reverse. Freaks are the morbid pathology of 
Distributions. The monstrous is now the normal 
and the normal is the extraordinary. A common 
distribution like 5-3-3-2 becomes a museum 
piece, and a hand pattern such as 8-5-0~0, that 
would send all the bookmakers of America scurry¬ 
ing with bushels of extraordinary odds, is as 
common as a leper in a colony of lepers. Freaks 
are useful as marvelous object lessons in the 
pathology of Distributions. Today even an 
average player has an insight into the abnormal 
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and its laws (which are the Laws of Symmetry 
established eight years ago by the writer). Freaks 
bring a touch of the fantastic into the drudgery 
of everyday deals, and it is possible that, through 
them, a new field for discovery is being opened up. 

Strong (Direct) and Mild (Indirect) Slam Inferences 

Any strength-showing bid conveys indirectly 
a Slam inference. Among such bids are Forcing 
Takeouts, three notrump Takeouts, Raises to 
game—all of which show a certain minimum 
number of honor-tricks, which, added to partner’s 
Opening bid of one, assure game, and, if the 
distribution is favorable and rebid honor values 
are available, may lead to a successful Small or 
Grand Slam. 

Any but the two notrump (bust) response to 
partner’s Opening two-bid is also a Slam in¬ 
ference. 

The direct or strong Slam inferences are as 
follows: 

1 . The four and five notrump Forcing bids. 
(See the Culbertson Slam method, page 374.) 

2 . Any free bid or response higher than a 
game contract, except when made to the part- 
score. (See Forcing two-bids to the part-score.) 

3. An Overcall in the opponents’ suit by the 
side that has opened the bidding.* Such a 

* An Overcall in the opponents* suit, after the opponents 
have opened the bidding, is not a Slam invitation but the 
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bid guarantees the control of the first lead of the 
opponents' suit, but may have a loser in a sub¬ 
sequent lead, and shows either a void or the Ace 
of the suit bid by opponents. 

4. Certain other Slam inferences are more or 
less strong, but probably the most important 
is a free bid in a major suit when higher than a 
game Contract, and the new Four-Five Notrump 
Convention. Such bids constitute an invitation 
to partner to contract for at least a Small Slam. 
It is in the meaning of the word ^‘invitation’' 
that so much confusion arises. Some players 
construe it as a practically Forcing bid and others 
lean too far backward by requiring almost a full 
additional trick for a Slam bid. It must be re¬ 
membered that a player who invites partner to 
bid six practically guarantees the contract of 
five in a major suit, or 11 winners in all. On 
the other hand, if he holds even slightly better 
than an even chance to make six-odd, he would 
not leave the decision to partner and jeopardize a 
biddable Slam. 

It follows that there can be but one precise 
meaning to the much abused phrase, “Slam in¬ 
vitation.” The inference is that a player expects 
to score a Slam provided partner has a Rebid 
value equal to about a “plus” value or slightly 


equivalent of a powerful Takeout Double. Such a bid may 
even contain a losing singleton in the opponents’ bid suit. 
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better distribution than shown up to that point. 
A bid of five spades or four notrump, for instance, 
is not so much a command to partner to bid six, 
as a warning that the hand is slightly deficient 
and requires, on partner’s part, some additional 
slight factor to round out the Slam bid. 

The great majority of major suit five-bid 
“invitations” are now eliminated by the use of 
the new Four-Five Notrump Slam Inference. 
It will be seen here that this Slam Inference is 
the most important so far developed in Contract 
Bridge, and that all the other Slam Inferences 
revolve around it. It has resurrected two hereto¬ 
fore inert bids—four and five notrump—and by 
breathing a new meaning into them it has defi¬ 
nitely solved the problem of Small and Grand 
Slam bidding. 

THE CULBERTSON SLAM METHOD 
(the FOUR AND FIVE NOTRUMP INFERENCES) 

Provided either partner has opened the bidding, 
the following inferences are in order: 

1 . Any four notrump bid is unconditionally 
Forcings requiring partner to respond A It shows 

* A four notrump bid after an opponent’s Pre-emptive 
four-bid is also Forcing, but it is not to be construed as a Slam 
invitation. The object of such a bid is to discover the long¬ 
est suit held by partner, in order to determine the best game 
bid without losing a round of bidding. 
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either (a) any three Aces or (b) any two Aces and 
the King of any suit previously bid by either part¬ 
ner. The player should avoid jumping into a 
four notrump bid so long as the game is not 
reached. In addition to the three Aces or two 
Aces and a King, the four notrump must contain 
sufficient values practically to guarantee a con¬ 
tract of five-odd in some previously bid suit. 

Partner’s responses are as follows: 

(a) If holding no added values for a six- 
bid he should sign off with a lower ranking 
suit, provided such a suit was previously bid 
by either partner; partner will, of course, 
expect that such a suit may be quite un¬ 
satisfactory. 

(i?) If holding sufficient added values for 
a six-bid but only one Ace in the hand, he 
should contract directly for six-odd in a suit 
previously bid by partner, when he holds 
adequate trump support; failing which, he 
should respond with a lower ranking suit. 

(e) If his hand contains two Aces, regard¬ 
less of any other consideration he must un^ 
conditionally respond with Jive notrump. Thus 
a five notrump response is obligatory in 
response to four notrump whenever the 
player holds any two Aces. 

2 . When^ in the course of biddings a Jive notrump 
bid is made directly {without being preceded by a 
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four notrump bid by either partner)^ it is also 
unconditionally Forcing and shows at least three 
Aces with the King of a suit previously bid by 
either partner. A five notrump bid indicates, 
of course, that the player has already made up 
his mind to contract at least for a Small Slam 
at some bid, and that in addition he is indicating 
the possibility of a Grand Slam. 

Partner's responses are as follows: 

(a) If holding no added values, he signs 
off with a bid of six in a suit for which he 
holds adequate trump support; failing which, 
he bids a lower ranking suit that has been 
previously bid. He may sign off even though 
his hand contains the fourth Ace, if no added 
values are held. 

{b) If holding added values, including 
an Ace, he contracts directly for seven-odd 
in a suit for which he holds adequate trump 
support; or he bids seven in a lower ranking 
suit that has been previously bid. 

In signing off, when a choice is available be¬ 
tween adequate trump support of partner’s bid 
and a six-card or longer suit bid of his own, with 
not more than one loser, the player should, as a 
rule, prefer the latter. Six notrump is not a 
Forcing bid but a regulation bid reserved for rare 
hands on which a Small Slam at notrump is 
preferable to a Small Slam at a suit bid. 
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The Four-Five Notrump Convention is appli¬ 
cable after any strength-showing bid, and par¬ 
ticularly after a Forcing Takeout of partner’s 
Opening bid. It is not applicable after oppo¬ 
nents have opened the bidding unless, of course, 
it becomes obvious during the bidding that the 
opponent’s Opening bid was a “psychic.” 

Illustrating the Four-Five Notrump Convention 

South North 

1 ♦ 3 ^ (Forcing) 

3 4 N T (Forcing)^ 

Analysis: 

^ The fact that South did not jump to four spades is a 
negative inference that he does not have a six-card or longer 
suit containing not more than one loser. He therefore has 
either a fair six-card suit or a strong five-card suit. 

2 North now jumps to four notrump. He shows either 
three Aces, or, if hut two Aces, the King of hearts or spades. 
He indicates that a contract of five-odd either in hearts or 
spades is practically guaranteed, but we do not know as yet 
whether he is merely making a Slam attempt or is prepared 
eventually to bid six and even seven. The inferences con¬ 
veyed by South’s possible responses are fascinatingly in¬ 
teresting, as follows: 

(a) If South responds with five notrump (a Forcing 
response) he shows two Aces. In this manner, all four 
Aces are automatically accounted for. If South responds 
with five hearts, it is a Sign-off. 

{b) If South responds with six hearts he denies two 
Aces but shows additional Rebid values for a direct 
Small Slam bid. This is a beautiful inferential invitation. 
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Again: 


South 

North 

1 7 

2 4^ (Forcing) 

4 7‘ 

5 N T (Forcing) 

7S? 



Analysis: 

^ A Jump trump Rebid shows a near-solid suit. 

2 A five notrump ifid as distinguished from a five notrump 
response shows values that justify a six-bid, including at 
least three Aces and the King of hearts or spades. 


Again: 

Sooth 

North 


1 7 

3 0 


34 

4 N T (Forcing)^ 


s O’* 

5 N T (Forcing!)* 


60 

67 

Analysis: 

All pass 



^ Four no trump shows either three Aces or two Aces and 
the King of diamonds, hearts or spades. 

2 South signs off in a lower ranking suit. Partner knows 
that it does not mean that he has any supjxjrt for partner’s 
diamond bid. Technically he may even have a void in dia¬ 
monds! 

^ This bid shows i^o Aces in North*s hand. The four no- 
trump bid shows two Aces and a King, and, when followed by a 
five notrump bid, it shows the other two Aces. In this man¬ 
ner, at last, a method has been found by which a player is 
able to show, without increasing the bidding, the four Aces 
in his own hand. 

The Four-Five Notrump Convention is also 
applicable, after a Forcing two-bid, but only in 
certain instances and with certain modifications. 
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'fhe Responding Hand, for instance, to bid four 
notrump requires from 2 V 2 to 3 honor-tricks, 
does not necessarily guarantee two Aces. The 
presence of at least two Aces and usually even 
three Aces is naturally assumed from the fact 
that an Opening two-bid has been made. Never¬ 
theless, there are occasions when the Four-Five 
Notrump Convention can be used to show a hand 
with 150 Aces, or when five notrump may be used 
to show three Aces and the King of a bid suit. 
The point to remember is that the Responding 
Hand should not draw negative inferences from 
the fact that partner, after his two-bid, fails to 
bid either four or five notrump. 

Actual experience has already demonstrated 
that the Four-Five Notrump Convention tre¬ 
mendously increases the range of biddable Grand 
Slams, and, at the same time, helps the partner¬ 
ship to avoid the pitfalls of Grand Slam bids 
when the opponents are holding a winning Ace. 
It will also render the bidding of Small Slams 
much more efficient through the use of precise 
Sign-off bids to avoid contracting for losing 
Small Slams. Experience has proved that the 
so-called cue methods of bidding, where demands 
to show individual Aces are made, are generally 
ineffective. Not only does the bidding mount 
up too rapidly, but to waste an entire round of 
bidding merely to show an Ace is to pay a heavy 
price by suppressing valuable information on suit 
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and hand distributions. The real trouble with 
cue bidding was that the writers and players tried 
to show their Aces in retail fashion; the author 
has conceived the idea of showing these same 
Aces in wholesale fashion. Not only that, but to 
do so he has selected two of the bids which were 
particularly notorious for their laziness and 
inefficiency, and which, in the family of Culbertson 
bids, were really black sheep. 

The Four-Five Notrump Convention is now 
being presented after practical and theoretical 
tests. Doubtless it will cause a great deal of 
confusion and comment, and much of it will be 
unfavorable. At first hearing it may sound com¬ 
plicated, although, once understood, it is quite 
simple and certainly far simpler than any artificial 
bid to show an Ace. Slam bidding in itself is 
complex and cannot be successful if bid in papa- 
mama fashion. 7Te fact remains that no two 
players who are not using this convention could 
successfully, and for a long time, compete against 
two players of equal ability who are making use 
of the Four-Five Notrump Convention. The 
author and his associates are even convinced that, 
in view of the great importance of Small Siam 
bids and the tremendous premiums for Grand 
Slams, there is no system of bidding which could 
definitely last without making use of this method 
of Slam Approach. The only possible exception 
is the Vanderbilt (Combination) System. 
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HANDS ILLUSTRATING NEW SLAM BIDDING 
Example 1 

South—Dealer 

♦ A KQ9 8 

0 KJ94 

♦ 8 7 5 


North 

I I 

South 


♦ 76 

7 AQ42 
0 AQ765 

♦ A9 

The Bidding: 


South 

West 

North 

East 

1 c> 

Pass 

2 4 ^ 

Pass 

3 7* 

Pass 

4 0^ 

Pass 

4N 

Pass 

7 O' 

Pass 

Pass 

Pass 




^ A slightly shaded Forcing bid, justified by the near-solid 
spade suit and the plus value of the S? 

^ Showing the second biddable suit, and also disclosing a 
5-4 distribution. 

^ A deliberate underbid in order to give partner an oppor¬ 
tunity of making the four notrump bid. The bidding cannot 
die short of game. 

^ Showing, in this particular case, three Aces. In view of 
North’s E'orcing bid and subsequent support in diamonds, 
South knows that the hand must contain a Slam at some bid. 
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® North is now certain of a Grand Slam. He knows that 
South*s bid must show three Aces. It cannot show two Aces 
and the King of a bid suit because he holds both Kings himself. 
The spade suit is solid enough to allow for the necessary dis¬ 
cards, and South’s diamond suit must Tje headed by at least 
Ace-Queen in order to justify the four notrump bid. 

Under any other system of bidding, the Grand Slam would 
always be doubtful as North could never be sure that South 
held Ace rather than 4^ K Q J. 

Example 2 

South—Dealer 

♦ Q 

^76 

0 AKQ54 

♦ AK975 

North 

I I 

South 


♦ A K J 10 9 6 
7 A85 
0 92 
48 6 

The Bidding: 


South 

West 

North 

East 


Pass 

3 0 

Pass 

4 4 !‘ 

Pass 

4NTP 

Pass 

5NT1» 

Pass 

7 4 !< 

Pass 


^ This bid shows an almost solid spade suit with one loser 
at the most. North holds 4 Q> the only possible loser. 




The Culbertson Slam Method 383 

^ North’s picture of the hand is complete. A Small Slam 
is a practical certainty and a Grand Slam also a certainty 
provided South holds ^ A and not K Q. The only missing 
card is the ^ A. He therefore bids four notrump. 

® Showing two Aces. 

^ A Grand Slam is a certainty. There can be no losers in 
spades and the diamond and club suits are certainly strong 
enough to allow for South’s losers. 

The key bid in this hand was the four spade bid by South. 
Many Grand Slams are missed because partner holds the 
missing singleton honor and is never able to raise. The 
Jump Rebid is the only natural and logical way in which two 
partners can definitely determine that a suit is completely 
solid. 

Example 3 

South—Dealer 

♦ 8 

^ KQJ987 
0 KQJ 10 
♦ KQ 


The Bidding: 


South 

West 

North 

East 


Pass 


Pass 

5NT2 

Pass 

6 7* 

Pass 

Pass 

Pass 





North 


CA) 

a> 





W 


South 



♦ A KQ94 
7 A 10 6 5 

0 b 

4 A43 
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1 North’s Forcing bid is obviously justified. He holds 4 
honor-tricks and tremendous playing strength. 

2 South is immediately tempted to leap to seven hearts. 
It seems almost certain that North’s Forcing Takeout in¬ 
cludes the <0 A. However, the five notrump bid is the safest 
method of approach, leaving North to bid seven if he holds 
one Ace. 

^ Signing off. This bid denies the missing Ace and tells 
partner that the opponents hold an Ace. 

This hand is an example of how the Four-Five Notrump 
Convention prevents the bidding of unmakable Grand Slams. 
Without this ‘^wholesale” Ace-showing convention it would 
be extremely difficult for North and South to keep out of a 
seven-bid. 

Example 4 

North—Dealer 

4 A62 
^ A K 
0 A5 

♦ A KQ984 



North 


4.1 


s 

& 




South 


♦ 

KQj; 

973 

7 

76 


0 

432 


4 

J5 



The Bidding: 

North East South West 

2 4 ^ 

3 4 3 4 

4 N T*- Pass 5 4* 

5 N T» Pass 7 4 or 7 N T* 
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^ North knows that his partner has at least 1 honor-trick. 
However, there is no guarantee that the spade suit is solid. 
He must bid in such a way as to show his full strength and at 
the same time leave the final decision to his partner. 

2 Again showing Rebid strength in spades. If South wishes 
to sign ofiF, his proper bid is five clubs, regardless of his club 
holding. 

^ This second bid shows 150 Aces. There is no danger of 
the hand being too high as a positive response has already been 
received. 

^ Either bid is correct. North’s bidding has been so strong 
that the Grand Slam cannot be in doubt. The ^ J will 
undoubtedly solidify the rebiddable club suit, and South 
knows that his partner holds all four Aces. 

This particular Slam might very easily be reached in other 
ways, but there can never be the degree of certainty which 
exists under the Four-Five Notrump Convention. South 
would always be dubious as to the location of one Ace and 
North would always be afraid of a spade loser. 

Further example hands illustrating the Four- 
Five Notrump Convention are given on the next 
and following pages. 
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South—Dealer 


Partnership Language 

Example 5 

♦ KQ6 
^^7 4 
0 A 53 
♦*KQJ 10 6 



North 






w 

South 


4 A J 10 5 4 3 
^ A6 5 
0 9 8 6 

4 A 

The Bidding: 


South 

West 

North 

EaS'1 

1 ♦ 

Pass 

3* 

Pass 

3 4^ 

Pass 

4 4“ 

Pass 

4 N T'^ 

Pass 

7 4« 



^ Conveying the negative inference that a near-solui spade 
suit is not held. Otherwise, a Jump Rebid to four spades 
would have been made. 

2 North has already made a Forcing Takeout, and con¬ 
sequently cannot do more than contract for game. 

^ South shows his strength for the first time. 

^ South’s four notrump bid has definitely located the three 
missing Aces, as North holds both of the Kings himself. He 
can count 5 spade tricks, 5 club tricks, 1 heart trick and 1 
diamond trick as certain winners. This makes a total of 12 
tricks and the thirteenth must be available on South’s four 
no trump bid. The mere holding of three Aces would not 
justify it, and consequently it follows that South must hold 
either a side King or one additional spade. In any event, 13 
tricks must be made. 
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South—Dealer 


Example 6 


498 
A K J 4 2 
0 4 2 
4 A (> 6 3 



North 







cl 



w 


South 



4 A KQJ 10 5 

S?Q3 2 

oak 

4 8 5 


The Bidding: 


South 

Wes'i 

North 

F2ast 

1 ♦ 

Pass 

30 

Pass 


Pass 

4NT2 

Pass 

7 4 ^ 

Pass 

Pass 

Pass 

Pass 





^ This bid shows the possession of an almost solid spade suit. 
Tn this particular hand the suit is absolutely solid, but South 
bids it anyway in order to get a four notrump response from 
partner if possible. The Jump Rebid is practically F'orcing. 

2 Obeying his partner’s request. 

^ South no longer hesitates. The only three cards which 
North can have on his bid are the O’ A K and the 4 A. The 
O Q solidifies the heart suit and makes a Grand Slam a cer- 
tainty. 

On this hand South could respond to four notrump with 
five notrump, but this step is unnecessary. 
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Example 7 

South—Dealer 

♦ Q 

7764 

0 A KQJ 104 

♦ A32 



North 


8 





W 


South 



♦ A KJ 10 9 7 
7 A 8 2 

0 104 

♦ 73 

The Bidding: 


South 

West 

North 

East 

1 4 

Pass 

3 0 

Pass 


Pass 

4N T* 

Pass 

5NT» 

Pass 

7 0.74 
or 7 N T* 



^ Again showing an almost solid spade suit. 

* Asking for the usual information. 

* Giving the necessary information. 

*■ In this hand 13 tricks can be counted absolutely. North 
has a choice of three bids, of which seven notrump is probably 
the best, as it eliminates the possibility of a ruff of the Opening 
lead. 
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Most of these hands were actually played at 
the Crockford’sj New York, the famous temple 
of Bridge and in a sense a national laboratory 
of Bridge ideas, where most of America’s master 
players regularly congregate and where every 
new idea is submitted to most exacting tests. 
The following hand was played by the author’s 
wife, Josephine Culbertson, sitting in the North 
position, and Mr. Douglas Paige, sitting in the 
South position. 

Example 8 

North—Dealer 

♦ KQJ 1095 
s? 3 2 
0 Q10 4 
4 A K 



♦ A 

S? A76 
0 AK 8 4 3 2 
4543 

The Bidding: 


North 

South 

14 

3 0 

4 4 * 

5 NT* 

7 4 ‘ 
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^ Shows not more than 1 loser. 

^ Shows three Aces and 0 1^* 

‘‘ North has a mathematically certain count for the Grand 
Slam. South, after his five notrump, must hold 4^ A, ^ A 
and <0 A K. North therefore calculates that hivS six spade*' 
have no loser, and the one possible loser in hearts can be 
discarded on South’s diamonds. Even if South’s diamonds 
do not break, one diamond can be established by ruffing 
out. Such deadly precision in Slam bidding is possible only 
with the Four-Five Notrump and Jump Rebid Conventions. 



BOOK THREE 

Distribution and 
Higher Strategy 


The prattteal appHcatton of 
the pr inti pies explained in 
Rook HI is automatically em¬ 
bodied^ so to speaky hi the 
methods of partnership bidding 
and especially in the Distribu¬ 
tional Count already outlined. 
For all practical purposes of 
biddtngy the readery unless he is 
particularly interested in the 
more technical side of the intri¬ 
cate subject of Distributiony will 
not need to study this section. 





Chapter XIX 


DISTRIBUTIONAL VALUES 

The new concept of distribution underlies all 
modern bidding and, to some extent, it also 
underlies play. Originally the word “distribu¬ 
tion’* referred only to the mathematical chances 
governing the division of suits in hands. As 
such it was, and still is, of slight practical value. 
Modern bidding is not based on abstract “mathe¬ 
matical” averages, but on specific inferences ex¬ 
changed between partners after each deal. 

In its modern sense, developed since 1922 by 
the writer, distribution is the practical and scien¬ 
tific analysis of different types (patterns) of suit 
and hand distributions from the standpoint of 
selection between bids and of best bidding methods. 
As a result of far-reaching discoveries in distribu¬ 
tion, modern four-card suit bids were introduced, 
the Approach principle was developed, radically 
new methods of Raises and Takeouts replaced 
the old-fashioned ways, and generally the games 
of Auction and Contract were revolutionized.* 

* The Law of Symmetry alone opened up a fascinating 
field in the world of cards. The scope of this book does not 
permit the analysis of this subject, which, although not 
of immediate practical importance, will doubtless exercise 
profound influence on all card games and on the modern 
theory of cards. The modern theory of distribution is, in most 
393 
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THE BASIC STRUCTURE OF CARDS 

A deck of cards with its four suits is built up on 
two principles: 

1. The principle of rani (quality), making 
each card of a suit either higher or lower than 
another card of the same suit. From this source 
are derived all the honor values: a card wins 
a trick simply because it is the highest of the suit 
led. 

2. The principle of length (quantity), making 
the thirteen cards of a suit break up around the 
table into smaller suits of various lengths. All 
low-card tricks arise from differences in length 
(mavSs). 

This remarkable structure of cards is similar to 
the basic structure of an army with its “leader¬ 
ship'" and “mass’" factors and reflects the remote 
origin of cards in ancient games imitating war. 

HONOR-TRICKS AND DISTRIBUTIONAL VALUES 

The value of most honor combinations is 
positional because the winning of tricks depends 
upon the position (favorable or unfavorable) 
of a higher missing honor or honors. The value 
of all low cards is distributional because the avail¬ 
able number of such tricks at any given bid varies 

respects, such a decided innovation that it justifies the intro¬ 
duction of a few technical terms unfamiliar at present to some 
readers. 
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largely according to the type of distribution 
(various lengths) in the suits and the hands. 

All low-card values arise from two extremes of 
length: 

(I'z) Long-suit tricks are established and won 
because the length of the suit permits the 
player to lead it after the suit has been 
exhausted from other hands. 

(^) Short-suit tricks become possible because 
the very shortness of the suit permits the 
player to ruff the losers from his own 
hand in Dummy and, by making use of 
otherwise worthless trumps, gain an extra 
trick or tricks. 

Lhe distribution of the thirteen cards of a suit 
in the four hands is called s^4il distribution. 

The distribution of the four suits in a hand of 
thirteen cards is called hand distribution. 

Mathematically the percentage of frequency of 
the one corresponds to the percentage of fre¬ 
quency of the other, but in practice there are two 
important distinctions: 

{a) Suit distribution determines the available 
supply of long-suit tricks. 

{b) Hand distribution determines the available 
supply of short-suit (ruffing) tricks. 

Both are low-card values, dependent on dis¬ 
tribution because derived from length, and are 
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therefore called distributional values. It will 
be seen how profoundly suit distribution affects 
the bidding when a player is selecting the best 
trump suit, and how the hand distribution often 
determines the final choice between notrump and 
trump bids. Four-card or greater lengths are 
called long suits because, with favorable distribu¬ 
tion, they can establish at least one long card^ 
which is a potential trick. 

Three or fewer cards of the same suit are called 
short suits or remainders. A four-card length 
becomes a remainder when a greater length of 
the same suit is outstanding in another hand. 
The following hand illustrates the modus operandi 
of the three different kinds of tricks: 

♦ A K 9 6 3 • 4 7 5 4 2 

‘^A32 S » 74 

OA 10 97 ES W 0K:543 

♦ 7 South 4 A 8 6 2 

With spades as trumps and an even break in 
trumps and diamonds the combined hands make 
12 tricks as follows: 

6 honor-tricks 

3 long-suit tricks in trumps 

1 long-suit trick in diamonds 

2 short-suit tricks in hearts 

Note that although more than 70 percent of the 
available honor strength is present, honors by 
themselves account for only 6 out of the 12 tricks. 
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THE 39 PATTERNS OF DISTRIBUTION CLASSIFIED 


There are 39 types or patterns of Suit and Hand 
Distributions. Some patterns, like 4-4-3-2, will 
occur in almost every deal; others, such as 
] 0-1-1-1, are like the rarest of comets and gravi¬ 
tate on the outermost bounds of Suit Constella¬ 
tions. 

The usual classification of distributions into 
‘‘normal” and “abnormal” on the basis either of 
suit lengths or their frequency of occurrence is 
misleading and meaningless. The 5-3-3-2 and 
hand patterns, for instance, are both of 
the so-called “normal” class, the former occurring 
but slightly more often than the latter. Actually 
they belong to different races, and their practical 
effect on bidding is also quite different. 

Assume spades are bid by Declarer when hold¬ 
ing: 

♦ A K 9 6 3 7 A 7 6 4 0 5 2 4 8 4 


and the Dummy to be one of the following: 


Pattern 
4 Q 10 7 
7 10 8 2 
0 A 9 843 
4 A 9 


Pattern S-4~3-^ 
4^ Q10 7 4 
7 8 

0 A 9 8 4 3 
♦ A93 


With identical honor values there is the great 
difference of 2 tricks between the Dummy of 
pattern 5-3-3-2 and of pattern 5-4-3-1. With 
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5- 3-3~2 but 9 tricks can be made; with 5-4-3- 
2 or 3 extra tricks are made. 

From this viewpoint the graceful freak 7-4-1-1 
is a blood relation to the normal 5-4-3-!, and the 

6- 4-2-1 pattern is its nearest kin. But there is no 
structural relation whatever between a 4-3-3-3 
and a 5-4-3-1, although the frequency percentage 
of both is highly common. They differ as much 
as a white man from a black. In the bizarre 
world of cards they arc simply of a different 
stock, and their distributional effect on the choice 
between trump and notrump bids is accordingly 
different. 

The modern classification of distributions di¬ 
vides them into balanced and unbalanced types. 
Hand (or suit) distributions are balanced (even) 
when containing no singleton; they are unbal¬ 
anced (uneven) when containing a singleton or a 
void. 

The 5-3-3-2, 4-3-3-3 and G-3-2-2 patterns are 
balanced. 

The 5-4-3-1, 4-4-4-1 and G-4-2-1 patterns are 
unbalanced. 

Freaks are very unbalanced; that is, they merely 
exaggerate the characteristics of “normal’’ un¬ 
balanced types. As a rule, the unbalanced type 
not only contains a singleton but contains two 
long and two short suits, while the balanced type 
has but one four-card or longer suit. The balanced 
4-4-3-2 and 5-4.2-*2 patterns are notable ex- 
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ceptions, which incidentally explains why they 
are equally well fitted for notrump and trump 
bids. 


Types of (Hand or Suit) Distribution Classihed 


Bal¬ 

anced 

PAT¬ 

TERNS 

1*ER- 

CENTAGIC 

OF 

FRE¬ 

QUENCY, 

ROUGHLY 

Un- 

llALANCED 

PAT¬ 

TERNS 

Per¬ 

centage 

OF 

fre¬ 

quency, 

ROUGHLY 

Very 

un¬ 

balanced 

pat¬ 

terns 

Per¬ 

centage 

OF 

fre¬ 

quency, 

ROtIGHLY 

4-4-3-2 

22% 

4-4-4-1 

3% 

7-3-2-1 

1 80% 

4-3-3-3 

11% 

5-4-3-1 

13% 

6-4-3-0 

1 30% 

5-3-3-2 

16% 

5-5-2-1 

3% 

5-4-4-0 

1 20% 

5.4-2-2 

11% 

6-4-2-1 

5% 

5-5-3-0 

0 90% 

6-3-2-2 

6% 

6-3-3-1 

3% 

6-5-1-1 

0.70% 





6.5-2-0 

0 60% 





7-2-2-2 

0.50% 

Total 66% 

Fotal 

27% 

Total 

7 00% 


Note .—The mathematical computations of frequency as¬ 
sume a perfect shuffle, which in practice is rarely possible. 
After the selective play of 52 cards—selective because each 
player is forced, when able, to follow suit—a certain inner 
pattern is formed. This artificial pattern is only partially 
destroyed by the usual shuffle. The powerful factor x (that 
is to say, the imperfect shuffle) rudely upsets the gravitational 
balance of blind numbers and is the reason unusual patterns 
occur in actual experience considerably more often than is 
theoretically indicated by their percentage of frequency. 
The Law of Symmetry is often of great value in determining 
the actual rather than the theoretical hand and suit dtstiibu- 
tions. 
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THE REMAINDERS 

The thirteen cards of a suit break up into a four- 
card or longer suit and its remainders. Four- 
card or greater lengths are called long suits. 
With even distributions, a long suit can eliminate 
the outstanding cards of the same suit and es¬ 
tablish one or more long cards which are potential 
tricks. Three or fewer cards of the suit are short 
suits or remainders because it is impossible to 
develop a long card. Even four-card suits are 
often remainders of a longer suit. 

The two- and three-card remainders are called 
balanced. 

Example: 

With 4^ the three remainders are 

balanced. 

The one- and four-card remainders are called 
unbalanced. 

Example: 

With ^ 5-^-j-/ the four and one are unbal¬ 
anced remainders. 

With freak distributions of the same suit, such 
as ^ the second long suit is an ‘^abnormal 

remainder*' of the first. 

Hand distributions 5 and 4, 6 and 4, 7 and 4, are 
semi-two-suiters. 

Hand distributions 5 and 5, 5 and 6, etc., 
are two-suiters. 
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SUIT DISTRIBUTIONS AND LONG SUITS 

In any long suit the number of estahlishahle 
low cards is governed by the distribution of its re-- 
mainders in partner's and opponents' hands. 

Examples: 

QJIO 



98 7 

With distribution 5-3-2-3 the long suit makes 
in all 4 tricks, of which 2 tricks are made with 
honors and 2 other tricks with low cards. 

QJ 10 9 



876 

The same long suit with remainders distributed 
4-1-3 makes in all 3 tricks, of which but 1 is a 
low-card trick. 
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10 9 


The same long suit can now make 5 tricks 
(distribution of remainders 2-4-2), and 3 out of 5 
tricks are made with low cards. 

The total value of the same suit containing 
identical honor-tricks varies tremendously ac¬ 
cording to the distribution of its remainders. 
The law of averages, which is the mainstay of 
routine theorists, is of little help in valuing any 
long suit. When holding a five-card suit the 
distribution 3-3-2 of remainders is only slightly 
more probable than 4-3-1. Yet the difference 
in the actual value of the suit is 100 percent or 
more. 

It is the business of partnership methods to 
ascertain whenever possible in each individual 
instance the precise distribution of a long suit 
rather than to rely on so-called averages. Ab¬ 
stract “mathematical averages” are of slight help 
in determining precisely the distributional values 
available at various bids, so that the player who 
bases his Bridge on so-called “averages” is as 
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hopelessly handicapped as a doctor who bases his 
diagnosis on statistics of frequency. The under¬ 
lying motive in most of the modern methods of 
bidding is to convey information not only on 
honors held but on specific suit and hand dis¬ 
tributions of each deal. Without precise knowl¬ 
edge of distributional patterns, the selection of 
the best fitting bid, especially in trumps, is pure 
guesswork. The help of mathematics should be 
invoked only when no other information is avail¬ 
able, which will not happen often if bidding 
methods are sound. 


HONORS AND LONG CARDS 


Honors are valuable stoppers and re-entries, 
but low cards in long suits have their own inde¬ 
pendent trick-taking power, which is derived from 
length and is governed by distribution. The 
presence of honors merely increases the total trick 
value of the suit. 


Example: 


AK 


The trump suit 
lb 543 2 
will develop 4 tricks 



North 


8 


*-> 





South 



10 9 8 


QJ 
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The trump suit 
A j ^ 

now develops 6 tricks 
—the same 4 low- 
card tricks plus 2 
honor-tricks. 


It follows that the total trick-taking value 
of a long suit is derived from two distinct sources— 
honor (rank) values and low-card (length) values. 
The honor values depend upon the strength of 
individual honors and the position of the higher 
missing honor (or honors); the latter depend 
upon the length of the suit and the distribution of 
its remainders. 

This fundamental fact explains why there are 
two sets or groups of Bidding Methods, as follows: 

1. Bidding Methods to show mainly honor 
strength in suits and hands. 

2, Bidding Methods (Supporting, Denial and 
Takeout bids) to show mainly lengths or suit dis¬ 
tributions.* 

These two underlying objects are usually 

j- 

♦The principles of rank and length in the fundamental 
structure of cards also govern the methods used in defensive 
play. The conventions of leads fall into two groups: quality- 
showing leads, such as leads from the top of honor sequences; 


7 6 



North 


Vi 

(U 







South 



QJ 




Honors and Long Cards 405 

blended in one bid; the player has but two or 
three opportunities to speak before the bidding 
reaches the final or game stage. In order, there¬ 
fore, not to crowd the bidding too rapidly he must 
be strictly economical in the use of his bids and, 
therefore, must start the bidding low, as a rule, 
and try to pack in a single bid as much informa¬ 
tion as possible about honors and lengths. 1'his 
is the principle of economy of bids which is the 
the basis of Approach and Forcing bids. 

Scientific bidding, far from being based on so- 
called mathematical averages, is really a constant 
attempt to replace the temporary, wooden frame¬ 
work of averages with the steel and cement of 
precise inferences, exchanged during the bidding, 
on honor and distributional values. The real 
meaning of modern ideas of distribution is found 
here. 

It is also evident how futile the systems are 
which base the bidding almost entirely on the 
assertion that Bridge “is a game of Aces and 
Kings.’' Both sides will usually hold their 
share of honors, and then the issue is invariably 
decided by “reserve battalions” of low cards in 
long and short (ruffing) suits. The team which 
uses the best bidding methods to mobilize and 
marshal these distributional reserves must win. 

number-showing leads—which really mean distribution—such 
as fourth best, “top of nothing,*’ etc. Signals and echoes also 
show, sometimes, short and long suits, i. e., distribution. 
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HAND DISTRIBUTION AND SHORT-SUIT (rUFFING) 
TRICKS 

The number of ruffing-tricks available in sup¬ 
port of partner's trump bid depends mainly on 
two conditions: 

(a) the length of the trump suit, and 

(i) the shortness of the suit™ is it a doubleton, 
a singleton or an absent suit? 

A singleton with three trumps is worth about 
as much as a doubleton with four trumps;* 
on the other hand a singleton with four trumps is 
worth twice as much as a singleton with but three 
trumps. 

To put it another way, t/ie type of hand dis¬ 
tribution—trump and short-suit lengths — deter¬ 
mines the number of available ruffing-tricks in the 
Responding Hand. This is a very important 
factor to consider when making a final decision 
between notrump and trump bids and, in general, 
when valuing trump bids. 

Example: 

Distribution 4-;S-3-3 is worthless from the 

* Short suits do not, as a rule, increase in value with five or 
more trumps in the Dummy because it is not safe to assume 
that partner will hold more than three cards of the suit of 
which the Dummy has two or one; or, if he is holding more 
than three cards, that he will have more than two losers. 
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standpoint of short-suit (ruffing) tricks, and a 
hand such as 

♦ KJ5 ^J 10 64 OA75 ♦K84 

is much better played at notrump even though 
partner has bid spades. 

A distribution like 4-4-4-1, assuming that 
one of the four-card lengths is partner's trump, is 
very rich in support of his trump bid, first be¬ 
cause of a singleton, and second because of two 
long side suits. This type of distribution will 
bring in from 2 to 4 extra tricks not available 
at notrump. It follows, therefore, that it is 
cheaper to play this hand for five-odd at diamonds 
than for three-odd at notrump. 

In choosing between notrump and trump bids, 
on the one side, there is the fact that but 9 tricks 
are required to score game at notrump; against 
it, on the other side, is the fact that short-suit 
(ruffing) tricks are not available at notrump and 
are frequently available at trump bids. 

Even good players commit the fatal error of 
considering principally the fact that notrump is 
mathematically cheaper than a major, and a 
major cheaper than a minor. Ihey should con¬ 
sider first the distribution, and the ‘‘cheapness” 
of notrump only secondarily. 

As a general rule, when both partners hold 
balanced patterns such as 5-3-3-2 or 4-3-3-3, 
these patterns, being deficient in distributional 
values, will fit in best with notrump since 
but 9 tricks are needed for game; unbalanced 
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patterns such as 5-4-3-1 or 4-4-4-1 will best fit 
in with trump bids because the ruffing values 
due to singletons, together with side-suit lengths 
under trump protection, will more than counter¬ 
balance the numerical disadvantage of playing 
the hands at trump bids for 10 or 11 tricks in¬ 
stead of for 9 tricks at notrump. 

Distribution is the lever that regulates the 
rhythm of bidding. Just how this powerful lever 
works out in practice will not be clearly understood 
unless the essential differences between notrump 
and trump types of play are realized. 



Chapter XX 

THE STRUCTURE OF NOTRUMP AND TRUMP BIDS 

THE STRUCTURE OF NOTRUMP BIDS 

The differences between notrump and trump 
bids are in some respects so characteristic that it 
would be correct to define Contract as consisting 
of two distinct games. 

The gist of the notrump game is this: under 
the protection of commanding honors, which serve 
as stoppers and temporarily block the enemy's 
suits, partners strive to establish and cash in as 
tricks the low-card reserves of their combined 
longest suits. At the same time honor-tricks 
are being developed by finesses or, when in se¬ 
quence, by direct leads. 

The opponents are doing likewise. This see¬ 
saw process goes forward under the constant 
pressure of ttme^ for it is the side which is first 
to break through, with a sufficient number of 
established low cards, that wins. Potentially 
there are many more tricks than the first 13 
which survive. Time in Bridge consists of 
thirteen leads, and each lead is equivalent to a 
move or the right to play first. Each lead is 
therefore a time factor, and stoppers or re-entries 
serve to gain precious time much as do fortresses 
in war. 


409 
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THE STRUCTURE OF TRUMP BIDS 

The play of hands at trump bids differs from 
the play at notrump in two essentials, as follows: 

First: Low trumps are addiiioyial stoppers and 
re-entries. Under trump protection it is easier to 
establish low-card tricks in side suits than at no- 
trump, because of lack of sufficient stoppers (time) 
at notrump. The trump suit becomes a central 
fortress which bars the way to third and often 
second leads of the enemy's long suits. The only 
way the opponents can break through is by attack¬ 
ing and undermining the trump suit. Hence, the 
technique of forces during the play. 

Even when all four suits are stopped by honors 
there is frequently a distinct advantage in playing 
the hands at a trump bid in preference to no- 
trump. A single stopper in a suit may easily be 
insufficient. And yet there are many other hands 
which will play at notrump to distinct advantage. 

The type of hand distribution is the deciding 
factor when choosing between the final notrump or 
trump bid. 

Unbalanced patterns^ such as 5-4-3-1 or ()-4-2-l, 
contain two long suits. The second suit will de¬ 
velop a low-card trick more often under the 
protection of trumps than at notrump. Conse¬ 
quently these patterns are better suited for trump 
bids. 

Balanced patterns., such as 5-3-3-2, 4-3-3-3 or 
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are “one-suiters’’ as they contain no 
second four-card or longer suit. With these 
patterns the scope of trump plays is limited, and 
most of the advantages inherent to trump plays 
are lost. Consequently the tendency is toward 
notrump for 9 tricks, always assuming stoppers 
are available. 

To illustrate: 

Assume with the two hands below that clubs 
are stopped by partner: 

1. 4 A K 8 5 4 7 K 10 9 0 A 6 3 4 7 2 

2. 4AK854 ^K]0 98 0A6 3 42 

Both hands arc identical in honors, but in the 
second hand one low heart is added and a club 
taken away, giving a o-d-d-l pattern. It is 
self-evident that the second hand is worth more 
if played at spades than the first. It has a second 
long suit in hearts, and, further, a low card in 
hearts has a better chance to be established 
under the protection of the spade trump than at 
notrump. 

It is also self-evident that in this example the 
enhanced value of the 5-4-3-! pattern does not 
arise from a singleton club—singletons are of value 
in the Responding but not in the Opening Hand— 
but from the presence of the second length. The 
common belief that “a singleton in Declarer’s 
hand is not an asset but a liability” is a fallacy. 
Hands with singletons contain, as a rule, two 
suits, and hands with two suits are intrinsically 
more valuable, provided the trump suit is sound. 
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Second: The second and even more importan 
distinction between notrump and trump playi 
lies in the fact that in trump plays short suit: 
can be utilized to produce extra ruffing-tricks no. 
available at notrump. Notrump victories are 
won with only two kinds of tricks—honors and 
long suits; trump plays, in addition, make use 
of a third kind of tricks—ruffing-tricks. The 
requirement of 9 tricks for game at notrump as 
against the 10 or 11 for game in suit bids is mainly 
an awkward attempt to counterbalance the excess 
of ruffing-tricks available at trump bids.* 

The following hands 

Declarer Dummy 

4AK 10 63 40198 

S?6 S?A953 

OA754 0 8 

4A63 48752 

will produce 8 tricks at notrump, but at spades 
the same 8 tricks are available plus 3 ruffs of 
losing diamonds in the Dummy, or 11 tricks in all. 

For trump bids the importance of unbalanced 
distributions is even greater in the Responding 

* The scoring distinction between notrump and trump bids is 
logically derived from their different structure. The distinc¬ 
tion made between major and minor suit bids is unreasonable, 
purely arbitrary and inconsistent with the structure of bids. 
The writer long ago expressed the wish and hope that some 
day all suits will be equalized in scoring. 
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Hand than in the Opening Hand, where short 
suits have no extra trick value. 

In deciding upon a notrump contract one must 
first be assured that there are no suit bids avail¬ 
able which will carry with them the extra bonus 
of ruffing-tricks and thus nullify the scoring 
‘'cheapness*^ of notrump. 

Unbalanced distributions are “trump distribu¬ 
tions’’ because extra tricks are available which 
justify playing at the higher game contract. 
Balanced distributions are “notrump distribu¬ 
tions” because no extra tricks inherent in trump 
play are available, and therefore the contract of 
9 tricks for game at notrump is cheaper. 

Balanced distributions are also best fitted to 
the situation when deciding to make a Penalty 
Double and worst fitted to making Slam bids. 
Slam bids on balanced distributions, especially 
the 5-3-3-2 pattern, must be reenforced with 
extraordinary honor strength to be at all success¬ 
ful. 

THE NOTRUMP COMPLEX 

The reader must be warned that this analysis, 
however important, deals with tendencies rather 
than hard and fast rules. There are too many 
exceptions depending on “local conditions,” 
and the wooden application of these principles 
may conceivably do harm. In the question of 
choosing between game at a minor suit or no- 
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trump one must be especially careful to ascertain 
that at least 2 extra tricks are available if the 
hand is played at a minor suit. Nevertheless, the 
fact remains that even good players suffer from 
the “notrump complex'* and give too much weight 
to the scoring value of bids and not enough to 
their distributional aspect. Most players start 
and end with notrump regardless of distributions. 
Cheapmess recommends itself, and they blindly 
strive to gain a trick in the bid of a notrump at 
the price of losing 2 or more tricks by failing to 
fit distributions to a favorable trump bid. 

Shortly after the writer developed the new 
principles of distribution he was surprised to see 
a very serious fallacy advocated by many leading 
writers who evidently understood these principles 
only sup)erficially. According to the Approach 
principle, if a choice is available between any 
biddable suit and notrump, the suit should be bid 
firsty even if it is a four-card minor, no ynatter 
what the distribution. Other writers, believing this 
fundamental principle to be too radical for the 
^‘masses," decided to improve it by laying down 
the following precepts: with a singleton do not bid 
notrump; with an unprotected doubleton the 
choice between suit and notrump is optional 
(whatever that means); and with an unprotected 
three-card suit prefer notrump. 

As a matter of fact, the decided preference given 
in the Approach-Forcing System to original suit 
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bids has nothing to do with the fear that an un¬ 
protected suit will not be stopped. If this is true 
a notrump is much safer with a singleton than 
with an “unprotected three-card suit,” because, 
mathematically, the chances that partner will 
stop the suit are greatly increased. The object of 
the Approach principle is to feel out the distribu¬ 
tions around the table and to avoid, whenever 
possible, shutting out valuable four-card suit 
bids with an original notrump. 

Furthermore, the fact that the Opening 
Hand is distributed (notrump distribu¬ 

tion) does not necessarily mean that partner’s 
hand will not be unbalanced and therefore still 
play better at a trump bid than at notrump. 
Only when both partners’ hands are balanced is 
notrump to be preferred—and that can be deter¬ 
mined only during the subsequent bidding. 

To illustrate: 

With the following type of hand open with one 
spade: 

4AQ75 ^K54 OA63 ♦QJ2 
If partner holds: 

4KJ43 ^A872 <>8 ♦A 10 93 

the game is certain in spades even if the club 
finesse loses, and at notrump but two-odd will 
be made with five diamonds and the ^ K on 
the left of the A. 
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In conclusion, the first step in bidding is to 
ascertain partner’s type of distribution and bal¬ 
ance of honor strength. This means “approach¬ 
ing” with low suit bids. The second step is to as¬ 
certain the solidity of the trump suit or, if no- 
trump is the projected bid, to discover possible 
stoppers. The third step is to weigh the balanced 
against the unbalanced patterns and prefer no- 
trump as a final bid only when it is clear that 
there are no suit bids available which carry with 
them the extra bonus of long-suit and ruffing- 
tricks. These distributional values are greater or 
less according to whether the distributional 
patterns of the hands are unbalanced or balanced. 
Their principles can be expressed in three short 
sentences, as follows: 

THE TWO PRINCIPLES OF DISTRIBUTION 
1. THE VALUE OF UNBALANCED PATTERNS 

When the distribution of the Opening Hand is 
unbalanced^ the hand is worth at least / trick more 
at a favorable trump bid than at notrump. 

When the distribution of the Responding Hand is 
unbalanced^ the hand is worth from i to 4 tricks 
more at a favorable trump bid than at notrump. 

The same principle applies to very unbalanced 
distributions (freaks) or to situations in which 
the combined hands are unbalanced, only in a 
more accentuated manner. 

At times it is possible to infer from the bidding 
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whether partner’s distribution is balanced or 
unbalanced. 

If the distribution of one hand is balanced^ but 
the distribution of the other hand is unbalanced^ 
the combined hands will still play to better advantage 
{from I to 2 tricks better) at a favorable trump bid. 

The assertion that “a two-suiter (0-5-2-!) is 
worth from 1 to 5 tricks more when played at a 
suit bid than at notrump” is an isolated instance 
of the general principle applicable to all unbal¬ 
anced distributions. 

A notrump bid should be attempted only after 
all major suit possibilities are eliminated, and 
when honor strength does not justify game ex¬ 
pectancy in a minor. It must be remembered, 
however, that an ideal notrump hand is a fairly 
solid minor with an Ace on the side and just enough 
Queens and Knaves to control or “stop” oppo¬ 
nents’ suits. 

Notrump “rescue” bids of two or higher, when 
it is evident that the combined hands are a misfit, 
are suicidal. 

An unbalanced distribution will easily affect the 
defensive strength of honors around the table, 
and one must take this into consideration when 
doubling for penalties. 

2. THE VALUE OF BALANCED PATTERNS 

fFhen the distribution of the Opening Hand or 
the Responding Hand is balanced., the hand will 
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usually produce about i trick more {though some-- 
times no tricks more) at a favorable trump bid than 
at no trump. 

Example: 

Declarer Dummy 

♦ AKQ63 

^A92 ^ K73 

OKQ 0 942 

4 8 4 3 4 A 10 6 

I'he coml>ined hands will make !) tricks in 
spades and also 9 tricks in notrump in spite of 
great honor strength fairly well distributed. 

With balanced hands ‘‘nine is cheaper than ten/* 
and notrump will prove to he the best final bid, 
always provided that reasonably sure stoppers 
are held or inferred. 

Patterns 5-4-2-2 and 4-4-3-2 are exceptions 
to the rule since they play equally well at notrump 
or suit bids. They contain two long suits and 
doubletons, which together will average roughly 
from 1 to 2 tricks more at a suit bid. How¬ 
ever, they are quite open to inroads by all suits 
in the first two leads, 

A hand with a balanced pattern requires reen¬ 
forced honor strength to score a game and especially 
a Slam. Such a hand is best utilized for Penalty 
Doubles against opponents* bids. One should also 
be particularly careful not to push too ener¬ 
getically defensive overbidding on balanced dis¬ 
tributions. 
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THE STORY OF INDIVIDUAL HAND PATTERNS 

Each pattern possesses interesting individual 
characteristics which distinguish it from other 
patterns of the balanced or unbalanced type. 
Most of these characteristics refer, however, to 
the Law of Symmetry. As stated in the note on 
page 393, it is not within the scope of this book to 
discuss another fascinating aspect of distribution, 
the Law of Symmetry, which is a practical 
method of gauging the suit and hand distributions 
of the remaining hands from the type and con¬ 
tents of the player’s own hand before and during 
the bidding. One important fact must be men¬ 
tioned, however. When the distribution of the 
hand is unbalanced, the distribution of the remain¬ 
ders of at least one long suit is very apt to be un¬ 
balanced also. In addition, a second unbalanced 
hand and suit are generally outstanding. With un¬ 
balanced hands it is dangerous to expect too 
confidently the “average” breaks in suits. With 
very unbalanced distributions the “unaverage 
expectancy” becomes the rule. Exactly the same 
principle applies to the balanced type in which 
the general expectancy is for evenness and the 
average around the table. 

The 4-4-3-? Pattern 

The 4-4-3-2 pattern is the most common and 
most stable of all patterns. In support of partner’s 
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trump bid it offers four trumps (usually), a second 
four-card length in which a low-card trick can be 
developed behind a trump suit and the possi¬ 
bility of a ruff through the doubleton. Neverthe¬ 
less, it is well adapted to notrump as well. 

Many players have difficulties in playing four- 
card suit bids. The playing combines notrump 
and trump technique. (jenerally one slarts 
as though the hands are being played at notrump, 
avoiding to lead trumps; one finishes in a typical 
trump play manner by taking out trumps, but 
only after the necessary ruffs are made and the 
long suits are established. 

The four-card suit family really came into its 
own in 1922 after the writer disproved the then 
current fallacy that four trumps were too few 
to withstand being “forced,*' and therefore the 
minimum of five trumps was required, as a rule, 
for suit bids. With but four trumps the chances 
of finding four trumps in the Dummy are largely 
increased, and the power of four-card bids lies 
in the ability to take forces (ruffs) in either hand 
and yet have enough trumps left to establish low 
cards in side suits and to draw the adverse trumps. 

New requirements have been established and, as 
a result of four-card suit bids on A Q 3 2, A J 10 2 
or K Q 10 2, the range of game-going and game¬ 
saving bids has been practically doubled. Many 
players, however, who use these four-card suit bids 
make the grave error of supporting them on the 
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three low trumps or Q 2 originally established for 
five-card minimum lengths. 

The y4~2-2 Pattern 

The 5-4-2-2 pattern has, in accentuated form, 
the same characteristics as the 4-4-3-2. The 
5-4-2-2 is a bizarre pattern—a mongrel. With 
its five- and four-card lengths it does not really 
belong to the balanced type; and yet, with its 
two cumbersome doubletons, it is wholly out of 
place in the temperamental family of 5-4-3-1 or 
(3-4-.2-1. In support of partner's trump bids the 
5-4-2-2 has certain virtues of the unbalanced type 
with all the defects of the balanced. 

The S-3-3-2 Pattern 

The 5-3-3-2 pattern is next to the 4-4-3-2 in 
frequency and the most placidly prosaic of all. 
With all flanks exposed to the enemy's honors, 
and but an embryonic ruff, its cheapness recom¬ 
mends it for notrump, of which it is the mainstay, 
together with the 4-3-3-3. 

The 6-3-2-2 Pattern 

The 6-3-2-2 pattern is merely an improved 
edition of the 5-3-3-2. 

The 4-3-3-3 Pattern {The Hypocrite) 

The 4-3-3-3 pattern was extolled for genera¬ 
tions as an almost “ideal type" of distribution, 
but it is actually the most sterile, arid and worth¬ 
less of all hand patterns—a black sheep in the 
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family of balanced hands. Its only redeeming 
feature is that it is relatively scarce (it has an 
11 percent frequency) and occurs about twice less 
often than its substantial brother, the 4-4-3-2. 
In support of partner’s trump bids the 4-3-3-3 
offers not the slightest possibility of ruffs. With 
its solitary four-card length it is equally deficient 
for notrump plays, which also need lengths to 
succeed. The only reason it is used most often for 
notrump bids is that it is not wanted in trump bids. 

The 4-3-3-3 requires a considerable excess of 
honors to counterbalance its wretched deficiency 
in distributional values and, paradoxical as it 
may seem, it is much worse luck to receive a 
4-3-3-3 hand distribution than not to have enough 
Aces and Kings. When both hands are distributed 
4-3-3-3, a game at any bid, notrump or trump, is 
almost impossible except with overwhelming 
honor strength. A strong hand with the 4-3-3-3 
hand pattern can best be used for Penalty 
Doubles, and even here, as will be seen, particular 
care must be exercised not to fall into a dis¬ 
tributional trap. 

The placid poise of the 4-3-3-3 hand pattern 
is dangerously deceiving. Frequently it is the 
center of violent distributional storms and the 
symptom of unexpected freaks in the remaining 
hands. 

The 5-4~3-1 Pattern 

The 5-4-3-1 pattern is the most popular and 
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representative member of the unbalanced family. 
The richness and tremendous increase in low-card 
values in all the patterns of the unbalanced type 
are apparent here at once. Compare the fertility 
of 5-4-3-! to its barren brother 5-3-3-2 or to the 
emptiness of the 4-3-3-3. The 5-4-3-1 hand 
pattern will occur almost as often as the 5-3-3-2, 
and yet, when played in support of partner’s 
trump bids, the former type of hand with identical 
honor strength will produce from 1 to 3 low-card 
tricks more than the latter. Such is the power of 
singletons, voids and second lengths. 

T/ie 6-4-2-1 and 4~4^4~1 Patterns 

The 6-4-2-1 hand pattern is even richer in 
distributional values than the 5-4-3-1, while the 
relatively scarce 4-4-4-1 is a variant of the same 
family, perhaps with a touch of monstrosity— 
a barometric needle presaging distributional 
“storm areas” in one or more remaining hands 
and suits. 

Freaks 

The very unbalanced hand distributions, with 
their voids, freak lengths and five- and six-card 
abnormal remainders of other five- or six-card 
suits, are simply more accentuated forms of the 
unbalanced type. They play marvelously at a 
favorable trump bid and are wrecked on the 
invisible rocks of distribution if the trump suit is 
poorly selected. 
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The most valuable features of unbalanced 
hand patterns are wasted when played at no- 
trump. The short suit values vanish, and low 
cards in long suits are frequently stifled for lack 
of stoppers. 

WAR TACTTCS IN OPEN AND MOUNTAINOUS 
COUNTRY 

There is a striking similarity between the open 
and mountainous ground which determines war 
tactics and the balanced and unbalanced hand 
distributions which so profoundly affect the 
tactics of notrump and trump bids. Balanced 
distributions such as 5-3-3-2 or 4-3-3-3 are 
wide open on all flanks to the attack of enemy 
suits, and the battle is reduced mainly to the 
brutal bullying of Aces and Kings. It is a fight 
in the open, level country. 

The unbalanced distributions such as 6-4-2-1 
and r)-4-4-0 are ^^mountainous territory” with 
narrow gorges and closed passages in the combined 
bands, in which Kings and Queens are often in¬ 
effective and through which at times even Aces 
:annot pass. The fight centers around a trump 
Fortress, and the issue is decided by the correct 
:hoice of a trump suit and the distributional re¬ 
serves available. The bidding strategy will con¬ 
sist of a series of maneuvers in order to select the 
3est bidding position or bid, and that position 
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will be the one which best fits in with the distribu¬ 
tional background of partnership hands. 

The substance of higher strategy in bidding is 
this: whenever feasible, start low with 7nininimn 
biddable trump suits and throw out a network of 
inferences to determine the distribution and honor 
strength of partnership and opponents' suits and 
hands. (This is simply the use of Approach and 
Forcing principles.) Raise, deny, take out or 
rebid the suits. Then select the bid to fit your 
cards. In Golf one drives first and then putts. 
In Bridge there are no drives except Pre-emptive 
bids, but only a series of Approach shots and putts. 

In this manner scientific Contract ceases to be 
a crude affair of “quick-tricks" but reaches much 
deeper into the real structure of cards and ac¬ 
quires a strategical character in which the factor 
of “mass organization" (distributional values) 
is on a par with the factor of “leadership" 
(honors). 



Chapter XXI 


SOME ASPECTS OF HIGHER STRATEGY 

Concluding the discussion of Distribution and 
Higher Strategy in Contract bidding, a few 
definite and readily analyzed aspects of higher 
strategy may well be considered. 

SIGNT-OFFS 

A Sign-off bid is a bid made by some player 
during the contracting which his partner should 
interpret as a request for him to pass. In general, 
it consists of a Rebid in a suit previously men¬ 
tioned, and for this reason it requires nice dis¬ 
crimination to avoid confusing it with strength¬ 
showing rebids. 

The best manner for a player to determine 
whether his partner is showing additional strength 
or merely directing the bidding into the safest 
channel is to realize the alternative bids at part¬ 
ner’s command. If partner seems to have made 
a bid which can serve no useful purpose toward 
reaching a game, this bid should be construed as 
a Sign-off. 

In general, if a player bids the same suit three 
times and his last bid is still short of game, the 
inference which should be drawn is that the player 
does not wish to reach game. This is even more 
426 
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true of minor than of major suits. Consider the 
following bidding: 


South 

North 

1 0 

1 NT 

20 

2 NT 

3 0 

? 


North is now in a position to reason as follows: 

He has made a negative bid in the first place, 
but has shown by his second bid that his hand is 
not an absolute minimum. The contracting has 
reached two notrump, and it should be fairly 
clear that if the Opening bidder thinks that there 
is any chance for game he will bid three notrump, 
three in a major suit or four diamonds. A three 
diamond bid can serve no useful purpose—it 
merely throws the burden of the next bid back 
on partner. Therefore the only purpose in 
making it must be to show partner that the hand 
should play at three diamonds an^ at no other 
declaration. It should show further that the 
diamond suit is not absolutely solid, or, if it is, 
that the hand contains no outside trick. The 
message is, in short—since the Responding Hand 
was not strong enough to bid two notrump over 
one diamond—that game is almost impossible. 
North is not absolutely barred from bidding three 
notrunip, but he should proceed with caution. 

All this may seem very confusing and para¬ 
doxical, but the fact remains that it should be 
very easy to distinguish between when partner is 
optimistically trying to reach a game contract 
and when he is evidently somewhat in fear of a 
penalty if game is reached. 



428 Distribution and Higher Strategy 

A Sign-ofF is recognized most easily if it occurs 
after a notrump bid by partner. It is frequently 
made in a minor suit; even if this suit is bid only 
for the second time it should be construed as a 
discouraging bid because of its lack of construc¬ 
tiveness. For example: 

South North 

1 7 2 * 

2NT 34 

South should now consider well the possible 
meaning of the three club bid. His two notrump 
bid has guaranteed some sort of fit in the club 
suit in addition to a fairly strong hand. Can 
North feel that he is helping the bidding along 
to any extent by attempting to show that his 
club suit is rebiddable? In fact, would it be 
possible for North to hold a rebiddable club suit 
which would not guarantee at least 5 tricks in 
support of notrump? With such a hand would 
North not bid three notrump immediately, dis¬ 
pensing with what would be a formality? If 
North’s hand was so strong that he felt that 
five clubs would be a better contract or that six 
clubs was possible, he would then have available 
the perfectly sound bid of four clubs. All this 
reasoning should pass through South’s mind, 
and he should reach the conclusion that this can¬ 
not be the purpose of the three club bid. Its 
only other purpose, then, must be to try and 



Sign-Offs 429 

prevent him from bidding any further because 
of the hopeless nature of the hand for game. The 
suit, therefore, cannot be rebiddable and must, 
in fact, be extremely weak. This also applies to 
the hand, and its very weakncvss as a whole must 
imply that the hand can contain no game. Since 
South could not bid three notrump over two clubs, 
it is almost impossible for him to hold sufficient 
strength to go to three notrump over three clubs. 

It is quite possible for a player to give two 
Sign-off bids during the course of a hand. In 
general, the first of these Sign-offs is the negative 
response of one notrump; the second is usually 
a choice between the two suits which partner has 
bid. In some instances this second bid is still 
made in the same range, and in others it carries 
the bidding higher; but in both situations it is 
a strong request for partner to pass. In no sense 
of the word is even the second of these Sign-offs as 
obligatory as the one previously mentioned, but 
they should be construed definitely as danger 
signals. For example: 

South North 

14 IN T 

2<y 24 

North's hand probably consists of something like: 

4J92 S?8 6 3 OQ53 4KJ84 

Obviously if South's hand was not strong enough 
for a Forcing Rebid, there is hardly any holding 
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which he could have which would make a game 
for the above hand. And consider the following: 

South North 

14 1 NT 

2 7 34 

North’s hand is probably the following or very 
close to it: 

4Q54 7 8 62 0 K97 4Q432 

Here the Sign-off inference carries the bidding 
higher, but it is nevertheless present. In this 
situation, however, South’s hand may be strong 
enough to warrant further bidding, as his bidding 
has been considerably stronger than in the preced¬ 
ing example. The fact that he has reversed the 
bidding of his two suits automatically shows that 
he does not fear that the hand may get too high. 
In fact, with the preceding hand, if South’s next 
bid should be three notrump. North should not 
be too fearful of the outcome and, as a matter 
of fact, should optimistically expect to fulfill the 
contract. 

FITS AND MISFITS 

When the bidding has disclosed that the part¬ 
nership hands are apt to come to an unfavorable 
result due to a failure to find *‘fits” for the suits 
held by the Opening and Responding Hands, there 
is a general impression that the contract should 
immediately be carried to notrump to show in- 
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ability to support partner's suit. This is a dan¬ 
gerous fallacy. Notrump bids should in many 
cases provide some support for the suit bid by 
partner. It is, of course, apparent that game in 
notrump cannot be made, even with great honor 
strength, unless the two hands have some suit 
which is establishable. Certainly, a suit held by 
one player, which is too weak to rebid and for 
which partner holds no support, cannot properly 
be classified as an establishable suit. When the 
first round of bidding has disclosed that the hands 
lack favorable distribution, it is often much better 
to rebid a shaded rebiddable suit, or to shade 
the biddable requirements of some other suit, 
than to plunge immediately into a notrump con¬ 
tract on a hand which is obviously a misfit from 
the start. 

Consider the following holding: 

♦ AJ987 7KQ2 OA 10 9 8 *3 

This hand certainly justifies an Opening bid of 
one spade, and, if partner responds with two 
clubs, another declaration should be found. 
Many players would at once bid two notrump, 
and partner, holding something like: 

♦ 6 ^'J84 <C>QJ5 2 ♦KQ105 2 

would carry the contract to three notrump, and 
the hand would inevitably be defeated 1 or 2 
tricks, since neither spades nor clubs are estab- 
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lishable, and, at best, the diamond suit produces 
only 4 tricks. In this instance, a much better bid 
than two notrump is two diamonds. The Re¬ 
sponding Hand is still able to bid notrump if he 
can visualize a fit, which he can easily see if his 
spade holding is as good as Q 2. On the hand 
above, he should, of course, realize that, if the 
Opening Hand cannot support clubs and he 
cannot support spades, all plans of playing the 
hand at notrump should be abandoned, unless 
partner’s honor strength is so great that he is 
able to dispense with the necessity of establishing 
one or both of these suits. Thus, on the second 
round of bidding, the correct response to two 
diamonds is three diamonds. In this situation, 
the Opening Hand, having refused to bid two 
notrump over two clubs, should equally refuse 
to bid three notrump over three diamonds, as he 
has greatly shaded the strength in his second suit, 
and his correct course is now to pass. 

This illustration discloses the danger of no- 
trump bids when holding a low singleton in a 
suit bid by partner unless the hand is quite 
strong. Quite often hands are held in which 
the honor strength certainly requires a Rebid, 
but in which there is no second suit that could 
conceivably be offered as an alternative. It 
is then wiser to rebid the Opening suit, even 
though it may lack Rebid strength. Suits like 
A J 9 G 4 and A 9 8 5 3 properly come within 
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this category. Partner should be able to inter¬ 
pret hands bid in this way as being partially in 
the nature of Sign-offs and should, of course, use 
discretion in making further bids. This situation 
should not be confused with Rebids after a no- 
trump response or with free Rebids after partner 
has passed. 

When these rules are observed, it happens that 
many hands, lacking strictly biddable values, 
may be bid again because of the knowledge that 
partner holds some strength in the suit chosen 
for a Takeout. Holding six diamonds to the 
Ace-Queen and no other honor strength in the 
hand, with the following bidding: 

Opening Hand Responding Hand 

1 ♦ 2 0 
2 NT 

three notrump may be bid with safety, since it is 
apparent that the Opening Hand holds at least 
the diamond Knave with one or two others, and 
very possibly the King. For the player who 
does not follow these principles, it would be 
necessary to bid three diamonds, since the suit 
might quite probably be entirely worthless at 
notrump. This would then require the Opening 
Hand to guess whether the bid of three diamonds 
was designed to end the bidding or to disclose 
additional strength. 

To continue, if you hold: 
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♦ AJ10 2 793 0 10 642 ♦QS? 

and the bidding has gone as follows: 

Opening Hand Responding Hand 

14 14 

2 NT 

you can safely bid three notrump in spite of the 
fact that the hand actually contains no Rebid 
values, for the sufficient reason that the hand does 
contain the club Queen—a card definitely marked 
as valuable, since it may very easily assure the 
winning of 5 tricks in the club suit. 

Underlying these principles of bidding comes 
one of the important principles of play, of which 
bidding is a mental counterpart. This is the 
Time Factor. If it recjuires a number of time 
units (leads) to establish a suit, the adversaries 
quite probably will establish their suit first. 
On the other hand, if a suit is established before 
play starts, it is quite conceivable that the oppo¬ 
nents will not have sufficient time units (leads) 
to establish their long-suit tricks. Possibly they 
may establish long-suit tricks, but, before there 
is an opportunity to use them, their hands will be 
crippled by the necessity of discarding on De¬ 
clarer’s long suit, which is led immediately. 

An appreciation of fits and misfits is almost as 
essential in determining the correct final contract 
at a suit as at notrump. On frequent occasions. 
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the holding of an honor in partner's suit deter¬ 
mines the question of whether or not to make a 
Rebid. Consider the following hands: 

1. ♦K9 8 7 6 7 4 0 7 6 2 +0193 

2. 4K 10 432 7752 0874 ♦K6 

With either of these hands, you respond with one 
spade to partner's one club bid, and partner, in 
turn, raises the contract to three spades. The 
slightest study reveals that neither hand contains 
actual Rebid values. There is, however, an 
added value not apparent in any mathematical 
counting of the hands, and that is, in both hands, 
the definite fit of the club holding with partner's 
Opening bid, and the consequent knowledge that 
this suit in the Dummy may provide a place for 
discarding losers in the closed hand. This applies 
with especial force to the second example, as, in 
Hand No. 1, the club suit is of such length that it 
suggests the possibility that partner may not hold 
more than four cards in the suit. Even here, 
however, the hand has a greater value than its 
apparent count. The possible losers are mini¬ 
mized because of the definite knowledge that at 
most 1 trick will be lost in the long side suit. 

THE STRATEGY OF OVERCALLING OR PASSING 

When one side has opened the bidding, whether 
the Opening bid is one notrump or one in a suit, 
the adversaries are, for the time being, on the 
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defensive. Whether you yourself are attacking 
or whether your object is to remain on the 
defensive, will be determined by the subsequent 
bidding. The question of whether you should 
make a simple Overcall or a Takeout Double, or 
take even stronger action, when holding a hand 
of considerable strength, cannot always be deter¬ 
mined by hard and fast rules. An expert player 
once remarked to a weak partner who had shown 
a strong inclination to bid on every occasion: 

‘^Remember that you are not required to bid 
every time it comes around to you.’’ 

If the Opening bid has been a suit bid of one, 
the course of the Defending Hand, who is next 
to declare, is determined to a great extent by 
the strength he holds. Of course, with a bust 
hand, only a pass can be suggested. However, 
the Defending Hand will frequently hold from 
V /2 to 4 or more honor-tricks. Paradoxical as 
it may sound, it is quite often the sounder 
strategy to overcall immediately with a hand con¬ 
taining IV 2 honor-tricks, and to pass with a 
hand containing 4 V 2 honor-tricks. A pass with 
a hand of this type is, of course, a strategic 
pass, as for the moment it denies holding even 
half the strength which the hand actually contains. 

When the bidding has been opened by an 
adversary, it is generally easy to determine 
whether the defending player may expect that 
he will have to defend against a game contract 
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or not, and some idea of the possibilities of game 
for the Defending side may be gleaned from the 
general make-up and honor-trick strength of the 
hand. If the hand offers possibilities of premiums 
rather than penalties, the next issue to be deter¬ 
mined is the best method of attack. If the hand 
contains a maximum of about V /2 honor-tricks, 
but a long spade suit headed by such cards as 
Queen-Knave-Ten, it will appear that, if the 
Opening bid is a heart and the Responding Hand 
is able to raise, game in hearts is quite possible 
to the attacking side. On a hand of this type, 
particularly when not vulnerable, the best course 
is immediate counter-attack—namely, an Over¬ 
call of one spade. Thh bid has for its first object 
an interruption of the enemy’s lines of communi¬ 
cation, and, as its second purpose, the disclosure 
to partner of possible lines of defense, as it is 
quite possible that a sacrifice overbid of four 
spades may be the most profitable course to 
pursue. 

Assume again that the Opening Hand, vulner¬ 
able, has bid one heart. The Defending Hand 
(second to bid) has a strong holding of balanced 
distribution, containing 4 honor-tricks or more 
and probably a trick in the heart suit. This hand 
promises the best reward if its holder makes a 
strategic pass. To overcall immediately will 
naturally prevent the Responding Hand from 
making a response on a shaded holding. To 
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pass probably permits the development of a 
much more satisfactory situation. If the Re¬ 
sponding Hand makes any bid, it is quite likely 
that the contract may reach a point where a 
lucrative penalty may be obtained. If the 
Opening bid of one heart is passed by all the 
players it is still probable that you will collect a 
penalty of 100 to 300 points, which is at least 
the equivalent of any part-score available for your 
side. On the other hand, should your partner 
have some strength, even enough to make game, 
the undoubled penalty available against vulner¬ 
able opponents would probably be not less than 
450 points and might be even 700 points, which 
is more than the value of a non-vulnerable game. 

On other occasions, a player may hold a hand 
containing from 2^/2 to 3 honor-tricks over an 
Opening bid. On a hand of this type, with bal¬ 
anced distribution, unless your partner can either 
bid or double for a Takeout, there is little pros¬ 
pect of a trick-score for your side. Your principal 
hope with such holdings is that your opponents 
may reach a game contract which cannot be 
made. It is, of course, obvious that an imme¬ 
diate counter-attack, under these circumstances, 
would tend to handicap rather than aid the 
opponents in reaching a game contract. Again, 
a strategic pass might well be the best policy. 

The discussion thus far has dealt with hands 
of balanced distribution. With hands of the un- 
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balanced type^ whether or not your opponents are 
vulnerable, but if you are not vulnerable, it is wise 
to bid immediately, particularly when you hold 
a reasonably good suit of your own. Whether 
you make a simple Overcall, a jump Over¬ 
call, a Takeout Double or an Immediate Overcall 
in the opponents' bid vSuit, depends upon the 
distribution of your hand, as well as on its honor 
strength. When you hold a long suit of your 
own, your hand is naturally not as effective 
in defense as in attack. 

Holding a strong hand with a fairly good suit 
of your own, the 'I'akeont Double is a strong 
strategic weapon. This is especially true on 
hands which also contain defensive values, al¬ 
though, strategically, the Takeout Double may 
be based upon a strong established suit. 

While attack is the best defense, a word of 
caution must be given against weak Overcalls, 
even when not vulnerable. Generally speaking, 
a simple Overcall indicates a minimum of D /2 
honor-tricks and a trump suit of fair to good 
strength, depending upon whether you must 
overcall at the range of one or two. 

Among the more expert Contract players, the 
largest penalties are generally collected on con¬ 
tracts of less than game. It is generally true that 
when a strong pair reach a game or Slam contract, 
they have, through the exchange of information, 
correctly assessed the strength and weakness of 
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their combined holdings and are probably not in 
the wrong suit. Nor have they greatly over¬ 
estimated the trick-taking power of their hands, 
as a rule. To make an Overcall in the face of 
declared strength, without knowing anything 
about the hand of your partner, or of your ad¬ 
versary who is yet to speak, is more or less a 
leap in the dark. If the chosen trump suit is 
extremely weak, an Overcall, even at the range 
of one or two, may quite easily be penalized from 
3 to 5 tricks. 

A player should learn to recognize at a glance 
the type of hand on which it is best to overcall, 
so that, even with weak honor strength, a possible 
last line of defense through taking a penalty 
sacrifice may be disclosed to his partner; the type 
of hand on which it is wisest to pass strategically 
in the hope that the opponents will unaided carry 
the bidding too high; and, finally, the type of 
hand which offers probable defense against an 
adverse game, but practical certainty of playing 
for a penalty loss, provided the holder enters the 
bidding. 

The most eloquent of all declarations is the 
pass. Probably a good rule to adopt—particu¬ 
larly when you have a good partner—is simply 
this: 

“When in doubt, pass.” 

These principles are not meant to suggest a 
negative policy. On many holdings, however, a 
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pass may be a more effectual weapon in securing 
the best result on the hand, than any bid in the 
category of Contract. It is wise to discriminate 
when considering an Overcall. To be able to 
determine when to assume the role of passive 
defense, of aggressive defense or of strategic 
defense (waiting for the opponents to reach the 
breaking point), is one of the marks of a good 
Contract player. 
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WHAT PRICE PSYCHOLOGY IN BRIDGE? 

Technique without Bridge psychology is of 
little value. A player may know everything 
about Bridge technique, but if he is lacking in 
Bridge psychology or knowledge of the personal 
equation he cannot succeed. In the precision and 
depth of inferences required, Bridge is quite as 
scientific as Chess and, in addition, leaves a large 
field for the personal equation. As in war, it is 
indispensable to conceal as much as possible one’s 
strength and weakness from the enemy. 

Bridge psychology deals with partnership 
adaptation and surprise tactics against the op¬ 
ponents. In war it is exactly analogous to the 
factors of morale and surprise. In Bridge, bid¬ 
ding coordination without morale, and strategy 
without surprise, are unthinkable. And any 
system of Contract that does not take into ac¬ 
count a detailed analysis of methods underlying 
the personal equation loses a great deal of its 
force, however excellent otherwise. A player 
may know everything about “quick-tricks,” 
'‘counts” and “winning methods,” and yet be as 
helpless as a child, or as a general whose strategy 
ignores the imponderable factors of human nature. 

It is precisely here that the vital distinction 
445 
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between a “book^’ and a “versatile*’ player lies. 
The versatile player knows the honor and distri¬ 
butional factors plus the factor of Bridge psy¬ 
chology. Although he probably learned his psy¬ 
chology in a more or less rudimentary and sub¬ 
conscious manner in the rough and tumble of the 
everyday game, his superiority is so great that 
such a player, even though possessing at times 
less experience and less technical knowledge than 
the book player, may outclass him hopelessly. 
This fact, and not luck, explains why a player who 
makes “ignorant mistakes” in play and vslips up 
in bidding may win against a so-called expert 
“who never drops a trick.” 

Even more important than the strategy of 
surprise is partnership adaptation. Partner’s 
mental processes are profoundly affected by his 
emotional reactions and the degree of his intelli¬ 
gence; his attention will be killed if an inferiority 
complex is provoked; and even if his intelligence 
is superior, and his skill is but average, he will be 
hopelessly befuddled by unnecessary refinements 
and startling deductions. The effects of bad 
morale are at once visible in red on the score. 
Adaptability is a basic law of the survival of the 
fittest in Bridge. No player, however perfect in 
technique, can claim to be an expert, or indeed 
even a winning player, unless he learns how to 
play bad partners as well as he can play bad 
cards. Players who bemoan bad partners are 
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certainly less justified than th(xse who bemoan 
bad cards. Partners (and opponents) can be 
controlled and guided to a large extent by superior 
skill in psychology. 

Good players and writers have always realized 
the vital need of Bridge psychology,* but it is 
generally believed that the “knack” of psychology, 
like the mythical “card sense,” is a mysterious, 
inborn faculty and cannot be taught or '‘ac¬ 
quired.” This is far from being proved. The 
main reason that Bridge psychology has not been 
dealt with except occasionally lies in the extreme 
difficulty of reducing the subject to precise 
formulas. As a matter of fact, Bridge psychology, 
like distribution, can be scientifically reduced to 
practical principles, I'he following pages present 
certain clearly defined principles and classifica¬ 
tions, together with a number of specific bidding 
situations, to replace the vague and practically 
meaningless generalities heretofore current on thij 


* It is a remarkable fact that out of several hundred text¬ 
books on Bridge the writer found, until 1930 (the date of publi¬ 
cation of the first Contract Bridge Blue Book), only one which 
gave at least a few pages to Bridge psychology. This one 
reference to psychology is in ‘‘McCampbell on Auction Tac¬ 
tics;’ published in 1915 by one of the greatest practical play¬ 
ers. Since 1930 several writers have begun to stress the factor 
of psychology, unfortunately in much too vague a manner to 
be of practical value. A book, however complete otherwise, 
which teaches nothing but generalities in Bridge psychology 
cannot contain living, usable knowledge. 
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fascinating subject of card psychology, in the hop( 
that other Bridge minds will better this work. 

Most of the “psychic” or surprise bids outlinec 
herein were not originated by the writer, but forrr 
a stock of practices common to great players ir 
America and abroad. No inherited talent i^ 
necessary to understand and ac(]uire Bridge psy¬ 
chology, as the careful reading of these chapter6 
will prove. Bridge psychology operates in twe 
ways, which are discussed under the following 
chapter headings: 

1. Partnership psychology. 

2. Surprise tactics against opponents. 



Chapter XXIII 
PARTNERSHIP PSYCHOLOGY 

In estimating the real meaning of any bid or 
play made by partner, or the actual effects of bids 
conveyed to him, the composite picture of three 
psychological factors must always be kept in the 
background. They are as follows: 

1. Partner's degree of technical knowledge. 

2. Partner's level of natural intelligence. 

3. Partner's temperament and morale. 

All bids and plays will be largely influenced by 
these three factors, and each factor in turn plays 
a greater or lesser role according to the individual 
player. Therefore, in preparing to make a bid or a 
play one must keep partner's possible mental 
reactions in mind, and in trying to determine the 
precise meaning of partner’s bids or plays one must 
again readjust the scale of bids on the basis of his 
character, skill and brains. 

A bid or a play is a stimulus, but partner's 
reactions will not be predicated as much on the 
cold intrinsic value of the hand or of a bidding 
situation as on these three human factors; or, 
in other words, it is not so much what partner 
should do as what, considering his mental make¬ 
up, he actually does, or is capable of doing, that 
449 
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really counts. There are thousands of bids and 
responses that Partner A simply could not make, 
which Partner B is impelled to make. The reason 
is that temperament, skill and intelligence vary. 
Just as well-known burglars and thieves are 
frequently identified by their peculiarities, sub¬ 
conscious habits and style of technique, a Bridge 
partner can be catalogued and his reactions to bids 
foreseen on the basis of his personality. 

The ideal yardstick based on technical perfec¬ 
tion must be thus modified according to the indi¬ 
vidual. 

It is often said that the true measure of a good 
player is in his ability to play bad hands. But it 
requires a far greater skill and knowledge to play 
well with bad partners than to play bad hands. 

FACTOR ONE—PARTNER’S SYSTEM 

A system is an orderly body of organized knowl¬ 
edge. Without some sort of system it is impos¬ 
sible even to cross a street and not risk mortal dan¬ 
ger, let alone play a complex game like Contract. 

Every player except the veriest beginner has a 
system of Bridge. His system may be quite sub¬ 
conscious, or he may belong to the proud class of 
wunderkinder who '‘never read a book” or who 
“have no system.” The fact remains that all 
players have a system—a certain stock of theories, 
habits and practical methods. Those who “never 
read a book” acquire their best knowledge from 
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other players who have read a good book or two 
and also from their very limited individual ex¬ 
perience; those who are loudest in disclaiming any 
system usually have a system—and often quite a 
stupidly dogmatic one—without being aware of 
the fact, tucked behind their bids and plays. 

The very fact of not having a system is suspi¬ 
ciously systematic. Some excellent players pro¬ 
claim that they have no system, but this is simply 
a natural and proper reaction to the popularity 
of several systems which are inferior to and in 
conflict with a good player's own experience. 
He therefore prefers to announce that he plays 
no system rather than be measured for a loss 
by a bad system—which is wise psychological 
conduct. It may also be vanity which causes a 
fine player to convey the pleasantly mysterious 
impression that from his profound self he has 
elaborated a system all his own. Bad players 
also have a system which is largely made up of a 
few wrong theories gleaned from bad books and a 
superficial generalization of individual experience. 

The outline of partner’s system becomes ap¬ 
parent after careful study of as few as a dozen 
hands bid and played by him. Therefore the 
first principle is to study the hands bid and played 
by partner (and opponents) to form an idea of his 
(or their) theories. His theories and ideas on 
fundamentals will largely control his practical 
methods in bidding and play as they will even- 
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tually control his actions in life. The essential 
theories are but few in number and easily traced. 

Since the heaviest losses arise from ill-selected 
trump suits the first thing to verify is: What are 
his trump habits? 

Is he in the habit of raising Opening suit bids 
of one on three small or even two trumps? If he 
does give weak trump Raises, very probably he 
learned his Bridge and became ‘'fixed'* about 
fifteen years ago, when trump suits of less strength 
than A K 4 3 2 were barred and low four-card 
suit bids for game were considered madness. 

In such cases the proper procedure is as follows: 

(a) Assume that partner’s Opening trump 
bids are stronger than your biddable minimums. 
You will therefore lower slightly your own 
stringent requirements for trump support. 

(if) The advantage of four-card suit bids is so 
tremendous that to renounce bidding them simply 
because partner is apt to raise with weak support 
would be disadvantageous. A much better plan 
is simply to ask him not to raise your bids unless 
he holds three trumps headed by a Queen, or four 
small ones. In so doing one must keep in mind, 
however, the power of habit and constantly use 
special precaution during the bidding to feel out 
the trump situation. 

With a weak partner a player should abstain 
from bidding hands with four-card minimum suits 
or weak two-suiters. 
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For instance, with 

♦ AQ32 7A65 <> 8 4 2 <1753 

he should pass; although with 

♦ AQ10 8 VA65 0842 4^Q7 5 

he should bid one spade. As stated, the ad¬ 
vantage of four-card suit bids is too great to be 
given up. 

An Overcall of an adverse one heart bid, when 
not vulnerable, on a hand like 

4K9764 ^6 OA 10 42 ^Q7S 

though safe with a partner w^ho will make a sound 
Raise, is dangerous with a player who will raise 
on light holdings, especially when vulnerable. 

In general the proper plan is not to give up one's 
own bidding methods^ but to modify them and, 
during the bidding, use extra precautions in order 
to be sure of proper trump distribution. 

Avoidy as a ruky making any bid unless prepared 
for a weak Raise by partner. 

This principle is particularly valuable when 
one is vulnerable or opponents have a part-score. 
The nervous tension is apt to be high, and, even 
with a partner who is not very likely to raise 
lightly, It is best not to venture a bid unless some 
leeway is allowed should partner take a possible 
gamble. 

The second important thing to ascertain about 
partner is: Does he use ""negative" one notrump 
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responses to show as few as / V 2 honor-tricks if he is 
unable to support my Opening trump bids? If 
partner holds to the old-fashioned theory that 
even a one notrump response means fair strength, 
or to an even worse theory that a one notrump 
response means ‘'nothing/' Declarer's Rebids 
should accordingly be made on lower or higher 
values depending on partner’s theory. 

In no event, however, should Declarer modify 
his Approach methods of bidding, no matter what 
the partner’s ideas are. Especially with a weak 
partner it is essential to open the bidding low and, 
whenever possible, with a suit. The bidding is 
not crowded too rapidly and is much easier for 
partner to follow. It is preferable to lose occa¬ 
sional games rather than encourage partner to 
bid on close hands, for it is a fact that practically 
all average or weak players are unduly encouraged 
by notrump bids. The use of Approach methods 
and the extra care taken to assure proper trump 
support will in themselves eliminate most of the 
losses when playing with unskillful partners. 

All players, good or bad, have certain idiosyn¬ 
crasies or fixed Bridge habits, so that their bidding 
and playing methods, and even their errors, are 
apt to run in grooves which careful study will 
quickly reveal. 

For instance, some players are afflicted with 
“quick trigger” Penalty Doubles on mere honor- 
tricks and without giving due consideration to 
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distribution. Their Doubles must be guarded 
against by taking them out more freely. 

There are many others who will not open the 
bidding unless holding at least d honor-tricks; 
still others will open on but 2 honor-tricks. This 
makes a great difference in estimating the mini¬ 
mum trick expectancy. 

Certain players will overcall an adverse Opening 
suit bid with a hand such as 

♦ AQ842 S? 6 5 4 0 973 *85 

Others will not overcall with a hand such as 
4AK 84 2 <^ 6 5 4 OA 9 73 48 

On a hand such as 

4AKQJ942 7 8 72 0 6 +43 

an Opening four spade bid is excellent with Part¬ 
ner A, but idiotic with Partner B, whose theory 
is that a four-bid shows great strength and he, 
therefore, feels justified in carrying the bidding 
to a Slam upon the slightest provocation. 

Considering that players usually move in the 
same Bridge set, it is relatively easy to catalogue 
the theories and idiosyncrasies of one’s partners. 
Even if one is confronted with strangers, a rapid 
observation will soon furnish an insight into their 
few underlying theories. Most players cannot 
visualize their own hands in combination with 
partner’s. They may hold two Aces and a King 
after a two-bid and still shake in their boots, not 
realizing that a Slam is in sight; others with a 
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hand containing four blank Aces run amuck while 
partner, who has already passed numerous times, 
is helpless to prevent the inevitable blow. Plastic 
Valuation^ therefore, must be modified to include, 
when possible, partner’s inability to visualize 
two hands as one. 

The question is not how well or how badly they 
play. That matters little. The real question is: 
What are the specific theories or habits from which 
their bids and plays will spring? 

FACTOR TWO-INTELLIGENCE 

It is very difficult to distinguish between factors 
of skill and intelligence. Bad bidding may be due 
either to lack of skill or to inferior intelligence. 
For all practical purposes of partnership adapta¬ 
tion both factors should be treated alike. What 
applies to one, also applies, with few changes, to 
the other. 

Almost every player before bidding asks himself: 
‘Ts my bid technically correct?” 

This question should always be supplemented 
by another question: 

“Is my partner skillful enough to understand 
the particular kind of bid that I am about to 
make.?” 

To make a subtle bid which is misunderstood 
by partner is like bombarding sparrows with a 
cannon. The measure of success of any bid lies 
in the degree of understanding it conveys ter 
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partner, and the master player is he whose bidding 
inferences are so simple that even an average 
player can see a few jumps ahead—and thus be re¬ 
lied upon to act accordingly. 

With a first-class player as partner a great 
deal more should be told about one's hand; the 
inferences can be far-reaching and subtle, and, 
the better the partner, the more involved and 
complicated the reasoning process can become. 
Partner can and must read the inferences cor¬ 
rectly because his ability to make logical as¬ 
sumptions, or his inferential capacity, is con¬ 
siderably richer than those of a weak player. 
In fact, there is even a danger in being too 
obvious. 


The Technique of Simplification 

Simplification of bidding inferences is the key 
to success with weaker partners. The bidding 
information should be conveyed in a simple 
“popular” language of inferences without re¬ 
gard to finer points or deeper implications. This 
does not mean, however, that partner's intelli¬ 
gence should be underestimated; it merely means 
that his limited skill should not be taxed too much 
with over-refinements of bidding. Startling bids 
should be especially avoided, as partner may 
easily become panicky. He should not be put 
in a difficult situation where his lack of skill 
may force him to guess wildly, and every precau- 
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tion should be taken to eliminate any guessing on 
his part. 

For instance, the following bidding is correct 
with a good partner: 

(Dealer) (Strong Partner) 

South West North East 

1 N T Double Pass Pass 

Redouble 

Here South, after East's Penalty Pass, makes an 
SOS Redouble, which demands that partner bid 
his longest suit. An SOS Redouble with an un¬ 
skillful partner may prove disastrous. He should 
know what to do, but he may not know or may 
not remember. 


Again: 




(Dealer) 



(Average Player) 

South 

West 

North 

East 

1 NT 

Double 

Redouble 

Pass 


Now, technically speaking, East's pass after 
North's Redouble indicates his belief that he holds 
sufficient strength to defeat the Double of one 
notrump. West, however, should not leave in 
such a Redouble. This interpretation is alto¬ 
gether too difficult to grasp and too technical 
even for a fair player. 

Suppose South holds 

♦ AQ75 <^42 OAKJ 1086 ^3 
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and the bidding is as follows; 


South 

West 

North 

East 

1 0 

Pass 

Pass 

17 

2 0 

34 

2 7 

Pass 

37 


Three spades is a very beautiful and logical bid— 
with a good player. South having bid his dia¬ 
monds twice, the inference is clear that his spade 
bid, uttered in the nick of time, so to speak, shows 
but a four-card suit and absolutely demands that 
partner revert to diamonds unless he holds 
three spades to a King or four small spades. 
Such a bid, however, might prove altogether too 
difficult for an unskilled partner. 

Take another source of misunderstanding: 

South, who is a weak player, opens with one 
spade. His partner holds: 

♦ KQJ54 ^AK964 0 A3 46 

Declarer may hold two Aces, and still the Grand 
Slam is highly improbable if he also has three 
low hearts. The proper bid is to make a Forcing 
Takeout of three hearts and follow with four 
notrump (see Slam Bids). A keen partner will 
then see, by the process of elimination, that the 
Grand Slam is reasonably certain if he holds two 
Aces and the S? Q or not more than two hearts. 
This complicated plan is extremely dangerous 
with a weak partner. A direct six spade bid is 
safer. Assuming that he knows enough not to 

C ass a Forcing bid, he may easily become confused 
etween .spades, notrump and hearts and, believ- 
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ing on his theory that his spade suit is too weak, 
decide to improve with a seven heart bid on 
something like ^ 4 3 2—the very thing that 
you wish to avoid. With only one bid mentioned 
the margin of possible errors is reduced. 

Certain bids are safe with an average partner 
and dangerous with an expert. 

To illustrate: 

♦ AK 109 8 6 7AKQJ2 0 54 ♦ — 

An Opening two sSpade bid would be dangerous 
with a keen partner. He expects 5 honor-tricks 
in three suits, and, by applying precisely the 

E rocesses of elimination, may easily carry the 
and to a losing Small or even a losing Grand 
Slam. With a partner whose process of elimina¬ 
tion is not very precise, an Opening two spade 
bid should be made, especially if he is a little con¬ 
servative on Takeouts of one-bids. 

The reader must be warned that simplification 
does not mean acting toward one’s partner as 
though he were a moron. Underestimating part¬ 
ner’s intelligence or skill is the most common and 
costly error of Bridge psychology. Very few 
essential inferences will be missed by the over¬ 
whelming majority of players, provided they are 
allowed to develop their thinking naturally and in 
peace. Great technical knowledge and experience 
may be lacking, but the creative intelligence is 
there to group harmoniously the ideas conveyed— 
if they are clear. 
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A Problem in Psychology 

The following hand* graphically illustrates the 
mental reaction—to the same bidding situation 
—of players of different skill, except beginners. 

No score 

East and West vulnerable 
North and South not vulnerable 


4 K 82 
^ J5 
0 A3 

4 KJ 9 8 6 5 


(Dealer) 

The Bidding: West North East South 

14 2 4 3 4 Pass 

3 NT (or 4 4 ) Pass ? 

The first question is; What will players of dif¬ 
ferent skill bid in East's place? 

1. The majority of bids will range from four 
hearts to five hearts. 

The important inference will be miSvSed that 
any bid lower than a direct Slam bid by East, who 
holds an overwhelming hand, will, very probably, 
be passed by West. 

2. A minority will bid directly six clubs. 

3. Experts will bid seven clubs—an inescapable 
deduction if the process of elimination to deter- 

*This hand was played by Mrs. Culbertson before the new 
Culbertson Slam Convention was developed. 



4 A4 

V A KQ8 7 
06 

4 A Q 10 4 3 
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mine West’s minimum honor strength justifying 
his Opening bid is precise. 

The second question is much more difficult. 
Assume that the bidding continued as follows: 


(Dealer) 

West 

North 

East 

South 


24 

34 

Pass 

3NT 

Pass 

74 

Pass 

Pass 

10 

? 



What will players of different skill bid in East’s 
position? 

1. Most players will double. 

The following calculation will probably es¬ 
cape them: A Grand Slam and game vulnerable 
are worth roughly 3000 points. If East doubles 
North’s seven diamond bid he is reasonably certain 
to defeat the contract by 5 tricks which, not vul¬ 
nerable, is worth 1000 points (4 trick and 6 trick 
f)enalties are equally remote). The player has to 
choose, therefore, between the practically certain 
1000 points and the highly probable 3000 points. 
The popular fallacy expressed in the proverb, 
“A bird in the hand is worth two in the bush,” 
will probably sway most players in the wrong 
direction. 

2. Higher ranking players will bid seven hearts. 

They successfully leap the mathematical hurdles 
but fall down on a more difficult inference with 
respect to the submerged rocks of distribution. 
West does not have two five-card suits and 
therefore holds at the most four hearts, and very 
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likely but three or two. North very likely holds 
at least twelve cards in spades and diamonds, and 
therefore one heart at the most. Since East has 
but five hearts there is a grave danger that at least 
four and possibly five hearts are in South's hand. 
A Grand Slam bid in hearts is therefore unsound. 

3. Experts will bid seven notrump. 

In spite of the seven diamond bid by North the 
odds are better than two to one that West holds 
the 0 A and that 13 tricks will be taken at 
notrump. 

4. Master players will pass. 

The pass here is used as a Forcing bid —a beauti¬ 
ful inference. East has, by himself, carried the 
bidding to seven clubs, an impossible bid without 
overwhelming honor strength and length in hejirts. 
Therefore East knows that West will assume, 
from East's failure to double, the following: 
'Tartner, I still prefer that we try for a Grand 
Slam. There is a slight element of doubt, how¬ 
ever, regarding the 0 A. You may have <) K Q 
instead of 0 A; if so, the Double is to be pre¬ 
ferred. But, as you see, I purposely leave the 
door open by my pass." 

If East really doubts that a Grand Slam can 
be made, his proper bid is to Double. 

5. J handful of superb-experts (they number 
ten or fifteen in the world) will discriminate. 

They will pass with an expert partner. 

They will bid seven notrump with a partner 
of average skill. Really he should not be ex¬ 
pected to read a pass as a Forcing bid—and 
might pass in turn. 
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FACTOR THREE—PARTNER’S TEMPERAMENT AND 
MORALE 

A precise curve can be drawn on a chart of the 
bidding rhythm—slow or fast—of any player. 
This rhythm will largely depend upon his natural 
temperament or character. Some players are 
naturally expansive, optimistic or aggressive; 
others are over-cautious, conservative or timid. 
The practical method to follow with these two 
types is to meet them on their own level: 

1. Be aggressive (but not too aggressive) 
with the aggressive partner. 

2. Be conservative (but not too conserva¬ 
tive) with the conservative partner. 

This procedure is psychologically quite sound, 
although it is exactly opposite to the usual prac¬ 
tice and appears paradoxical. In being aggressive 
or conservative, it is not your opinion of partner 
but his opinion of you which counts. If partner 
rates you as an aggressive type and is himself 
conservative, he will then become even more 
conservative, and the more aggressive you become 
to make up for his ultra-conservatism the more 
will he shrink until there is an even wider gulf 
between you. 

Similarly, if your partner, who happens to be 
an aggressive type, rates you as conservative, 
you are equally at a disadvantage, for he will 
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now become even more aggressive, and the more 
you are conservative the more he will be ag¬ 
gressive until there is another gulf. The only 
way to make the two blades of the scissors meet is 
to have your aggressive partner form an opinion 
that you also are aggressive, which will make him 
less aggressive; and to have your conservative 
partner form an opinion that you also are con¬ 
servative, which will make him less conservative. 

This is a very important point in partnership 
adaptation. A truly great player is one about 
whom half of his partners swear that he is con¬ 
servative, while the other half maintain that he is 
aggressive. He himself, however, is neither in¬ 
trinsically aggressive nor intrinsically conserva¬ 
tive, but is bold or cautious according to the 
bidding situations and partner’s psychology. 

With a conservative partner one should avoid 
bedrock minimum bids because partner is tem¬ 
peramentally unable to visualize them, and his 
Raises, therefore, are apt to be light. With an 
aggressive type the bidding should be light and 
spirited but never carried to the extreme limits of 
the hand. Also, dangerously high bids, which 
offer no escape if you are trapped, should be 
absolutely avoided. 

Morale 

Partner’s morale or emotional state is as im- 
portant for allies at the Bridge table as for an 
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army in battle, and a player who can maintain a 
high morale with his partner under adversity, 
and more important still, under the intoxication of 
approaching victory, certainly possesses a tre¬ 
mendous asset. This question of morale is auto¬ 
matically solved for those who realize that part¬ 
nership is simply a sporting proposition; we are 
drawn together for better or worse and, therefore, 
like true pals, should stand by each other cheer¬ 
fully and courageously. 

In the matter of morale one fundamental fact 
must always be kept in mind: Every human be¬ 
ing floats, so to speak, in an invisible sea of mental 
complexes—be they of inferiority or superiority. 
An inferiority complex is like a delicate wound 
that never heals completely, and, at the Bridge 
table, it is especially apt to be irritated, first 
because other social beings are present, and 
second because Bridge is frequently not only a 
struggle of wits for pride alone, but for stakes as 
well. 

An unusual flux of emotions, especially hu¬ 
miliation or anger or fear, is bound to handicap 
profoundly the drawing of inferences and the 
execution of reason. It is essential, therefore, 
that partner’s inferiority complex be appeased as 
much as possible providing a satisfactory way of 
excusing his errors and losses. 

This does not mean that partner should be 
unnecessarily flattered. Russians say very ap- 
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propriately, “Praise the goat, and next time she 
will refuse her milk.’' It is certainly true that 
there are certain types of partners who can be 
brought out of their depressing fits only through 
a sharp word. 

The practical attitude toward all partners 
should be that of a philosophical, sincere and sym¬ 
pathetic friend. Partner must never be allowed 
to feel that his loss is taken too hard by you. 
During bidding and play, partner, however weak, 
must feel that you sincerely resp>ect his intelli¬ 
gence and eflForts. Unless he is the veriest 
beginner, his bids must not be taken away on the 
silly ground that he would lose tricks in the play. 
He might easily lose a trick in play, but the differ¬ 
ence between bad play and the best bid runs 
more than 1 trick or even 2, He should be com¬ 
plimented if successful, and, if he makes a blunder, 
extenuating circumstances should be provided for 
him as an escape. Again, he must never feel 
that you take his loss too much to heart, and the 
only way to avoid making him feel that you do, 
is not to take any loss too tragically. 

Partnership morale will always be maintained 
at a very high level if the following rule is obeyed 
to the letter; “Never reproach your partner if 
there be the slightest thing for which you can 
reproach yourself." Most disasters can be 
avoided by a good player if he takes care to 
foresee partner's possible mistakes. 
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When partner makes an error his mind is often 
too preoccupied to dwell carefully on the new 
hand dealt, and a second and a third mistake of 
an even more serious nature is apt to follow unless 
some precautionary measures are taken at once. 
The best plan is to be deliberately slow for a while 
and to cheer your partner up until he completely 
recovers. The same plan should be followed to 
take the sting out of a large penalty. 

Recriminations, even though one is quite rights 
are like pouring water on flaming oil, and serious 
mistakes almost inevitably follow. 

The part-score and the rubber game have a 
particular fascination for many minds. Even 
ultra-conservative players are apt to come out of 
their hiding places when goaded by cupidity. 
Therefore, in bidding to the part-score or in the 
rubber game, a player should not venture a bid 
without some leeway in the event that partner 
decides to make an unjustifiable Raise or venture 
a ‘‘gamble’’ that offers no escape if he is trapped. 

These are some of the points connected with 
the factors of skill, intelligence and temperament 
which a keen observer carefully absorbs. They 
all have an important bearing on any contem¬ 
plated bid or play. The outline of partnership 
relations above is sufficient, however, for its 
purpose—that of specific practical application. 
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SURPRISE TACTICS AGAINST OPPONENTS 
THE MECHANISM OF SURI’RISE BIDS IN CONTRACT 

Wellington said, if T remember correctly, 
“The art of war is knowing what the other fellow 
is doing over the hill without letting him know 
what is being done on your side of the hill/' 

As in war, surprise is an essential factor in 
psychological tactics against opponents. The 
bid (or sometimes the absence of a bid) which 
misinforms the enemy and leads him to make a 
wrong assumption is a surprise bid. Under this 
general heading there are grouped many different 
kinds of surprise bids variously known as “bluff," 
“camouflage," or “psychic" bids. In this con¬ 
nection it is important to clear up two points 
which are apt to cause confusion—one dealing 
with the ethics of surprise bids, and the other 
dealing with a certain kind of idiotic bluff bids. 

Surprise tactics are perfectly ethical and are 
sanctioned among the best players provided no 
private understandings of any kind exists between 
partners. It is the basis of the Card Constitution 
that anyone has a right to bid and play his hand 
as he sees fit; it is the basis of Card Ethics that 
a private understanding between partners, even 
469 
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though it be tacit^ is a gross violation of the code 
of sportsmanship, amounting to cheating. With 
this stringent provivSO, surprise bids are a legiti¬ 
mate and interesting part of Contract tactics. 
They are eminently fair because, in attempting 
to misinform the opponents, the same and some^ 
times even a greater chance is taken of misleading 
one’s partner. 

The writer has always objected to the so-called 
fake bids, indulged in by premature Bridge 
psychologists, which consist of bidding a suit of 
which the player holds but a singleton, in the 
hope of confusing the opponents. This objection, 
however, is voiced not on the grounds of ethics 
but on the grounds of stupidity. For instance, 
a fake bid of one spade with a hand such as 

♦ — <^AK 7 643 OA 9 8 2 ♦K54 

is perfectly ethical but also moronic. It can 
only fool the partner. 

Such bids do not form part of the surprise bids 
analyzed in this chapter. 

The art of the unexpected in Contract revolves 
around this point: Make the enemy accept a 
wrong set of facts instead of the right set of facts. 
Furnish him with wrong premises apd then allow 
him to draw perfectly logical conclusions. The 
result, if successful, will be surprise, confusion, 
consternation. This baiting of the opponents 
with wrong premises is possible because the 
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opponents are naturally “listening in’" on the line 
of communications between partners. 

As a rule, it is more important to convey in¬ 
formation to partner even at the price of inform¬ 
ing the opponents as well. There are certain 
bidding situations, however, in which it becomes 
more advantageous to mislead the opponents, 
even at the price of also misleading partner. 
Such situations give an opening for a surprise 
attack in the bidding, similar to false carding, 
bluff leads and the like in the play. Fake, for 
instance, the following typical surprise situation: 

A pass by Dealer conveys, as a rule, an inference 
to the opponents that his hand is below average. 
If Dealer, after the previous pass, proceeds to 
bid up high, the superficially inclined opponents 
will conclude that, inasmuch as he passed before, 
he is weak and is flag-flying. 1 hey therefore 
double him and discover to their surprise a masked 
battery in the form of a hand such as 

4__ (^4 OAKQJ 9 6 3 2 ♦ K 10 9 7 

They might easily go game at their own bid, 
and instead they take an insignificant penalty 
or at times even lose a doubled contract. Iheir 
mistake is in leaning too heavily upon the premises 
of the pass. They jump to the conclusion without 
that mental reservation which characterizes all 
scientific thinking. 

Surprise bids are loaded with dynamite, not 
only for the opponents, but for the bidder himself. 
They must be perfectly timed and carefully 
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executed, for nothing is more disastrous than a 
secret attack discovered beforehand by the 
enemy. ''Counter surprises'' will follow, and the 
player will be hoist with his own petard—a fate 
which befalls most of the users of surprise tactics, 
who, impatient to pull off something smart and 
startling, forget that, for months, a bidding 
situation may not arise in which a certain kind 
of surprise bid can be effectively used. 

The tactical structure of surprise bids rests 
upon three essential requirements, as follows: 

1. The possibility that partner-—who is also 
misled—may interfere must always be carefully 
weighed. The advantage of surprising the oppo¬ 
nents must outweigh the disadvantage of mis¬ 
leading partner. Only such bidding situations 
should be chosen for "psychic" bids that part¬ 
ner's possible interference can do no harm, or 
that subsequent bidding will give him a clear 
cue. 

2. The player must, as a rule, have in reserve 
an "escape bid" of sufficient strength to carry 
the bidding high without risking a severe penalty. 
This "escape bid," which usually consists of a 
long and fairly powerful suit, offers a safe retreat 
not only against opponents but against partner's 
possible interference. Without elements of real 
strength in the hand any surprise bid is a bomb 
charged with sawdust. 



Surprise Bids in Contract 473 

3. In passing for a swing, or in making an 
aggressive bid in one suit in order to conceal 
strength elsewhere, the player must be reasonably 
certain that the bidding will be kept open either 
by the opponents or by partner. 

1. Providing against Partner’s Interference 

To illustrate: 

North and South not vulnerable 
East and West vulnerable 

(Dealer) 

SouiH West North 
Pass 1 N T 

North^s one notrump is an inhibitory notrump. 
North holds: 

♦ 54 76 0QJ3 ♦AKQ8 6 3 2 

North’s hand is not very hopeful after partner’s 
pass. His one notrump is an inhibitory bid. 
North attempts to induce the opponents to believe 
that a single or a double stopper in hearts is 
held. If opponents can be made to assume that a 
game in hearts is not certain they may allow 
North, after one or two more rounds of bidding, 
to play the hand at, say, four clubs. If one 
notrump is doubled by opponents there is the 
“escape” club suit. If the hand is played at one 
no trump not doubled, even a loss of 5 tricks not 
vulnerable becomes a gain against opponents 
probable game contract. 
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If partner raises notrump or bids spades North 
can bid clubs; and if partner raises again North's 
club suit is strong enough to rebid again —a clear 
warning to partner by this time. 

Note that the situation for this bid is carefully 
timed: {a) Partner has already passed, and {b) 
North and South are not vulnerable. More im¬ 
portant still, the strength of the club suit is such 
that partner’s repeated interference is amply 
provided for. The club suit is an ‘^out” and 
strong enough to be bid high without risk of severe 
penalty, which is the second requirement men¬ 
tioned above for successful surprise tactics. This 
bid will not work against keenly alert opponents. 
If strong they will double one notrump and sooner 
or later smoke out the real suit. Against them 
the proper surprise tactics would be to bid in such 
a way that they will expect a psychic" when yon 
actually have a strong hand. Finally, against a 
very keen opponent,^ who will expect you to reverse 
your tactics, you should surprise him again by 
reverting to your original “psychic” bids. 

2. Good (Not Strong) Hands That May Be Passed 
Originally 

If Dealer holds a type of hand which contains 
a long, practically solid suit, or a freakish two- 
suiter, and has only 2 honor-tricks, he can pass it 
without fear that the deal will be passed out. 
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A pass with a hand such as 

♦ 3 0 542 ♦AKJ 9 8 643 2 

is perfectly safe. Very rarely will the thirty- 
nine remaining cards be so divided in the other 
three hands that (in spite of a singleton or a void 
in clubs in at least one of the three hands and 
correspondingly increased lengths in other suits 
with Aces, Kings, Queens and Knaves) some 
player will not have a sound bid. 

The psychological advantage of re-entering the 
bidding after a previous pass is obvious, and, in 
fact, hands of this type are bid half of the time 
pre-emptively with Opening four- or five-bids and 
half or the time psychologically —first with a pass 
and then with mounting rounds of bidding. 

Paradoxical as it may sound, if the Dealer ever 
holds thirteen clubs, his best and safest bid may 
easily be a pass. As stated above, it is almost out 
of the question that not one of the three remaining 
players should open the bidding. The Dealer’s 
re-entry into the bidding is bound to be inter¬ 
preted by opponents as defensive overbidding 
and, as the bidding will be very spirited, he will 
probably glide into his seven club bid naturally 
and be doubled; however, if he opens the bidding 
with seven clubs, it is conceivable that opponents 
will take the bid away by a defensive seven-bid 
at a higher ranking suit. Of course, there is 
always the danger that if the opponent, having 
read this book, also passes “for a swing’’ with 
another long suit, the hands will be passed out. 
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This extreme example is used only to illustrate 
the principle to follow when deciding between a 
bid or a pass for a swing. 

As a rule, no matter what the distribution, 
hands containing 3 honor-tricks or more are 
decidedly not safe to pass originally, for there is 
grave danger that the deal will be passed out. 

To illustrate: 

♦ AJ2 ^AK75 OQJ103 +54 

To pass such a hand originally simply to fool 
the opponents is most naive. Usually, the 
remaining players, not having enough honor 
strength to bid, will also pass, and partner will 
never visualize such strength. Besides, there is 
no point in passing hands of such great defensive 
strength. 

A hand like 

♦ KQJ 8 5 4 3 7KQJ98 OK ♦— 

is on the borderline between a reasonably safe 
pass and a bid. 

Concealing distributional strength by a pre¬ 
vious pass can be compared in war tactics to a 
feint retreat in order to create an impression of 
weakness. A la guerre cow me a la guerre, A 
bluff one notrump Overcall without a stopper in 
the opponents’ bid suit is comparable to a feint 
attack, the object of which is to give a wrong im¬ 
pression of strength and to distract attention from 
the actual strength held elsewhere. In fencing, a 
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Feint thrust is a similar psychological diverting of 
attention. ^ In diplomacy the same maneuver is 
employed, if we are to believe Talleyrand’s witti¬ 
cism that “Language was invented to conceal one’s 
real thoughts. This author’s preferred strategy 
can be summarized in his favorite saying: “The 
best way to fool people is to tell them the strict 
truth.” 
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A BAG OF TRICK BIDS 
(Surprise Bids Classified) 

Surprise bids fall into two main groups, ac¬ 
cording to their object, as follows: 

1. Surprise bids that attempt to conceal 
weakness. 

2. Surprise bids that attempt to conceal 
strength. 

SURPRISE BIDS TO CONCEAL WEAKNESS 

The word weakness is here used advisedly in 
the sense that a hand may contain 8 or more 
playing-tricks at one's own or partner's bid and yet 
be practically worthless against opponents’ bids. 
The very fact that such hands contain a very 
long suit or a freakish two-suiter makes it all the 
more probable that opponents will score game 
even at very high bids. The problem with such 
hands is as follows: 

A player holds a hand which, defensively speak¬ 
ing, is weak but at his own bid can be carried 
very high with but a small penalty loss. Oppo¬ 
nents, however, will not accept a sacrifice bid 
unless they expect a heavy penalty or unless they 
are afraid they cannot go game at their own bid. 
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To coax them into making a premature Penalty 
Double, or into believing that game at their 
own bid is improbable, is the object of surprise 
tactics. 

Hands which are defensively weak can be 
camouflaged in two ways: 

(a) By an original pass for a swing, from which 
the opponents gain the impression that the hand 
is weaker than it actually is. 

By aggressive bidding, from which the 
opponents gain the impression that the hand is 
stronger than it actually is. 

A student of psychology will at once perceive 
that, in life, persons suffering from excessive 
development of the inferiority complex also 
choose between excessive timidity and emphatic 
aggressiveness. 

In Contract Psychology a master player, when 
confronted with a hand which, although possess¬ 
ing some elements of strength, is obviously in¬ 
ferior in other respects, subconsciously resorts to 
the same tactics. A super-player, however, will 
modify his tactics according to the expectations 
of his opponents, striking when least expected. 

Passing for a Swing 

Delayed bids, or the suppression of a long 
powerful suit by a pass, have already been dis¬ 
cussed in general. 
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The number of beautiful situations that can 
be created by skillful use of the pass is too great 
to enumerate in detail. The natural inference 
from a pass is one of general weakness. Conse¬ 
quently, by unmasking the batteries after a 
previous pass, situations of surprise are created— 
the secret of successful camouflage bidding. How¬ 
ever, before deciding to pass a hand for surprise 
purposes, it must be carefully weighed, for if it 
is too strong in honors the pass will defeat its 
own purpose, as the chances are that all hands I'ill 
be passed out; and if it is too weak it cannot 
stand the stress of Penalty Doubles, which will 
very likely be made. 

The bidding on hands with long powerful suits 
and no defense should be mixed—sometimes a 
pass; at other times, a Pre-emptive four-bid (or 
a five-bid if in a minor suit); finally, when 
playing against very astute opponents, the best 
way to surprise them is simply by opening with 
a bid of one, 

AGGRESSIVE TRICK BIDS TO CONCEAL DEFENSIVE 
WEAKNESS OF THE HAND 

The method of passing to conceal hands with 
powerful single suits can easily be overworked, 
especially against astute opponents. There is 
the danger that a delayed bid will be recognized 
from the fact that the suit is bid high; as a result, 
far from being fooled into a premature Double, 
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the opponents will be encouraged to push their 
own bids. In order to trap successfully the better 
class of players, many trick bids are not based on 
a pass but on an aggressive display of bluflP 
strength. The psychological situation for a trick 
bid must be so deftly selected that the opponent, 
who is naturally expecting the unexpected, will 
be taken by surprise. The difficulty here is 
easily comparable to the subtle art of fly-fishing 
in the trout streams of Scotland. Unless the 
player’s preparations are carefully timed the de¬ 
sired climax will not be brought about—much to 
the player’s perhaps deserved chagrin. 

The reader will find a description of some of 
the “psychic” or trick bids—all based upon the 
truculent aggressiveness, not of a bully, but of a 
subtle strategist—in the following pages. 

The Inhibitory Notrump Overcall 

A bluff one notrump Overcall without a stopper 
in the opponents* bid suit is one of the simplest 
and most effective means of checking the oppo¬ 
nents from bidding for a game or Slam. 

When First Hand opens with, say, one spade, 
and Second Hand overcalls with one notrump, the 
normal inference is that the notrump shows a 
hand of general strength including at least one 
stopper in the bid suit. This obvious inference 
furnishes the basis for a surprise attack. The 
situation arises when partner has passed, Second 



482 Bridge Psychology 

Hand opens with a suit bid, and it is evident to 
the Third Hand, who is not vulnerable, that the 
opponents will reach game. This “psychic'' or 
inhibitory one notrump bid anticipates that the 
opponents' hands are too strong to pass. After 
the one notrump is overcalled or doubled, as ex¬ 
pected, the disguised “escape" suit is brought into 
the bidding and pushed up. Sometimes a “double- 
barrelled" psychic will be used when a bluff bid, 
in order to sound more convincing, is repeated. 
The object is to induce the opponents to give up 
bidding for game (or Slam) and be content with a 
small penalty. They naturally reason that after 
a notrump bid a game is far from being certain. 
Finally, even if the opponents contract for game 
they may easily be influenced to take wrong 
finesses—especially in trumps. Against keen 
players the inhibitory notrump should be aban¬ 
doned in favor of a strong notrump—until such 
time as they begin to assume too much. 

An expert player will sometimes carry the 
camouflage to two and even three notrump until 
the opponents double, after which he produces 
his “out" suit. 

To illustrate: 

South West North 

Pass 14 1N T 

North holds: 

♦ 6 7 10 75 OAKJ9743 ^KS 
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This type of surprise bid is in accordance with 
the principles of safety laid down in the foregoing 
pages. It is reasonable to assume that the bid¬ 
ding will continue, but, should all pass, the hand 
is played at one notrump undoublcd, not vul¬ 
nerable, as a rule, and no serious harm can result. 
If, as expected, partner of the spade bidder 
raises the bid, and perchance partner of the bluff 
notrump bidder also bids, the powerful diamond 
suit offers a safe escape or "'"'outT 

It cannot be repeated too often that unless a 
player has a safe ‘‘out,'' attempts to surprise 
opponents by camouflage bidding will, as a rule, 
end in disaster. In the Culbertson System, the 
Takeout Double, the Penalty Pass and the 
Penalty Double of a one-bid furnish effective 
defense. The main danger lies not so much with 
the op)ponents as with partner. With the above 
hand the diamond suit is sufficiently powerful 
to stand the stress of being bid twice or three 
times if partner, who has been partly misled 
by a bluff notrump, persists in bidding. 

The ideal situation for a bluff notrump Overcall 
arises when a player is not vulnerable and partner 
has passed. Partner cannot be seriously misled, 
and, in such situations, the bluff notrump can 
be made on hands of but average strength and 
without the requirement for a stringent escape 
suit as above. 

The intervening notrump or suit Overcall after 
the Vanderbilt club bid is a powerful defense. 
It causes the opponents to lose the precious round 
of lower one-bids and forces them to feel out their 
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suit distributions starting from uncomfortably 
high bids of two. 

After partner has passed, a weak Opening suit 
bid of one with a long suit but little outside 
strength in the position of Third Hand is also, at 
times, successfully used. 


Best Defense Against Bluff One Notrump Overcalls 
OR Opening Bids 


With hands containing more than 2 honor- 
tricks, double for penalties if opponents overcall 
and for a Takeout if an opponent has opened the 
bidding. The Rule of Eight will tell the story. 


Bluff Redouble of a Takeout Double 


No score 

Both sides vulnerable 


♦ Q9 543 2 

7 - 

0 10 8 6 4 

♦ 752 


♦ JIO 

A 10 8 5 
0 AJ732 

♦ A9 


♦ 6 

'v’QJ963 
0 K5 
♦ Q8 643 



♦ AK87 
K742 

0Q9 

♦ KJIO 
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Trick Bids to Conceal Weakness 

The Bidding: 


(Dealer) 

South 

West 

North 

East 

14 

Double 

Redouble! 

2^ 

Double 

Pass 

24 

34 

Double 

3 7 

Pass 

Pass 

Double 

Pass 

34 

Pass 

44 

All Pass 




Reynarks: North's Redouble is camouflage. 
Four spades were made. Adversaries could 
have made five hearts. Had North made a Pre¬ 
emptive bid even of four spades, it would have 
been hopeless since East would certainly have 
3vercalled. 

Semi-Shift Bids* 

A Semi-Shift bid is made when, over an adverse 
notrump, a shorter and much weaker suit is bid 
when a stronger suit is held in reserve. 

The idea is to coax further notrump bidding 
from the opponents. The disadvantages of the 
Shift bid are obviated, for, if partner repeatedly 
raises the suit mentioned originally, he will have 
Four or five trumps, permitting the bid to be 
played. And, if the adversaries pass, the hand 
:an be played with but slight loss. 

To illustrate; 

(Dealer) 

South West (not vulnerable) 

1 NT 2 + 

• The blufF Redouble of a Takeout Double, the Shift Raises 
and the Semi-Shift bids were originated by the writer. 
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West holds: 


Bridge Psychology 


♦ 5 7K5 OAKQ876 ^K] 9 4 

It might be argued that a pass would be more 
effective in inducing opponents to bid further at 
notrump. I'he peculiar psychology of many 
players would more quickly induce them to bid two 
notrump in order "to show a stopper'' after oppo¬ 
nents have shown, presumably, their best suit, 
than after a pass. Still others would conclude 
from the two club bid by West that he was not 
strong enough to double and therefore held 
merely a Defensive Overcall. 

The Semi-Shift bid is used occasionally instead 
of the regulation Double when it is not expedient 
to disclose the real strength of the hand. It 
conceals strength when a Double would disclose it. 

More important yet, the threat of a possible 
Semi-Shift inhibits the opponents and affords 
added protection for situations in which an Over- 
call of the opponent's notrump bid is made on 
hands of simple defensive strength. 


Shift Raises 

When, although holding powerful trump sup¬ 
port in partner's bid suit, a player bids repeatedly 
some other weak suit, and finally the adversaries 
double, whereupon the raising player now reverts 
to partner's suit, the idea is to coax the adver¬ 
saries to double the real suit, giving the ap- 
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pearance of ‘"running*" from the l^ouble. The 
bid is used when it is apparent that the opponents 
will contract for a game or Slam. A further ad¬ 
vantage of the Shift Raise is to force the op¬ 
ponents into believing that a game or a Slam 
at their own bid is not very probable, d'he 
following hand, which was played at The Whist 
Club, New York, is a typical example of a Shift 
Raise: 


Both sides vulnerable 

Score: West-East 90 

West-East play the Vanderbilt System 

South-North play the Approach-Forcing System 

Standard: All advanced players 

West has shown a slight weakness for premature Penalty 
Doubles 


473 

^ J 10 4 
0J876543 

♦ 5 


4 AKJ98 
S? A2 

❖ Q 

4 K 10 9 8 7 


4 Q 10 6 5 4 2 
S? Q8 3 
0 2 

4AJ6 



♦ - 

S? K 9 7 6 5 
0 A K 10 9 
4Q432 
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Bridge Psychology 


The Bidding: 

South 

West 

North 

East 


Pass 

!♦* 

Pass 

1 0 


1 7 

!♦ 

2 0?" 

24 


3 

34 

Pass 

Pass 


44H 

Double 

47 

44 


5 0 

Double 

Pass 

5 4“ 


6 0' 

Double 

All Pass 



South and North made a Small Slam doubled— 
a difference of more than 3000 points. 

Bidding Analysis: 

^ 1 he one club bid and the one diamond response are the 
conventional Vanderbilt System bids. 

^ The Overcall with two diamonds by North was very 
risky. It offered, nevertheless, a precious opportunity to 
inaugurate his psychological offensive. 

^ After partner's two diamond bid, the situation seems 
more hopeless than ever. Against the opponents, South 
can count a diamond, a heart (or a club) and a spade, at the 
most. His only chance lies in forcing opponents to double 
him at four or five diamonds and take a justifiable loss. 
Such a double can be induced only if the opponents can 
expect a large penalty, and that is possible only if they can 
be made to reason that South is hopelessly trapped and tries 
to escape. Hence, the bid of three clubs, which, of course, is 
perfectly safe. 

‘‘To bid four diamonds would be premature. First, a 
Double of four clubs must be coaxed, .so that the shift to 
diamonds is concealed under the appearance of trying for a 
rescue. 

® The five spade bid by East is very good. He knows 
South to be an expert player who, behind spectacular trap¬ 
pings, conceals a fundamental soundness. 

® The six diamond bid is daring and brilliant. By this 
time it becomes evident from Rebids and Raises that the 
enemy holds a very probable Slam in spades. To push them 
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into a Slam would be disastrous indeed. South reasons cor¬ 
rectly that East, having warned his partner iwice^ will be 
compelled to pass. In the play a spade is led and ruffed, 
then 0 K, and 0 10, which is overtaken by {> J. Now 
^ J, which is covered by ^ Q, then ^ K, won by ^ A in 
West’s hand. West should lead a club and set the contract 
1 trick. He has a hard problem, however. If North holds 
4^ A and one small, he lets it run to the Queen and makes 
his bid. He chooses (mistakenly, the writer believes) to lead 
a spade so as to take out the last re-entry. 

The Slam made was due to good luck. This in 
no way diminishes the brilliant bidding to create 
doubt in the opponents’ minds as to the real 
strength of the hands and to force the Double 
for a “paying loss.” 

A Camouflage Penalty Double 

A player holds a singleton in the adverse trump 
bid. The opponents have contracted for a game, 
and the decision is very close whether they will 
make it or not. The player now makes a hair- 
trigger Double for penalties, as light as a cream 
puff, in order to confuse the opponents and dis¬ 
guise the location of trump and other key cards 
in the event that opponents have finesses to take. 

This Double is possible only when ' there is 
perfect partnership defense, but it will often prove 
to be the only means of saving the game. 

RIGHT PRINCIPLES AT THE WRONG TIME 

The foregoing analysis of various types of 
surprise bids will not be complete without a 
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brief description of those pseudo-psychological 
attempts which deservedly terminate in disaster. 

Psychological and camouflage bids are gen¬ 
erally associated in the mind of the average player 
with the so-called fake bids on voids or singletons, 
or bluflF bids without even a semblance of play¬ 
able strength. Nothing is further from the truth. 
The following types of bid are conspicuously 
absent from the repertoire of a truly great player: 

Fake Bid No. i: A Shift hid— 

A smart-Aleck player of the pseudo-psycho- 
logical school, very common in certain circles, 
with a hand such as 

♦ 3 7AQJ 97 643 OA 9 7 3 

will initiate the ‘'attack'" with a bid of one spade, 
a truly brilliant bid indeed. The usual result is 
that an opponent with spades bunched in his hand 
passes or, worse still, the bidding thereafter runs 
amuck. Our would-be psychologist finally pulls 
the rabbit from his hat in declaring with a poker 
face his real suit, hearts. Partner “rescues"" 
hearts into spades, of which he holds a goodly 
number. Our strategist eloquently warns partner 
by rushing back to hearts, and the opponents, 
seeing that the enemy is missing the signals, 
double. Partner of our tactician, even though 
suspecting a fake bid, cannot afford to take a 
chance on a pass and he goes back to spades, 
whereupon the contract is increased still more in 
hearts, so that, toward the end, the hand is 
helplessly played in the neighborhood of a Slam 
bid and is heavily penalized. 
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However, there is one bidding situation in 
which a bid with only a singleton or a doublcton 
of the unbid suit may prove to be good strategy: 
when preparing for a Slam bid and trying to 
prevent the opponents from leading that suit. 
Again, the bid should be reversed against a keen 
opponent who, expecting you to make such a 
bid, will lead the very suit you have made a 
bluff bid in. 

Fake Bid No, 2: Bluffing oneself into a traf> ^ 

Opponents open with one heart; Second 
Hand, holding something like 

♦ 9752 7J10 6 OA9 6 4 ♦K4 

bids a bluff one notrump. As a result, the 
opponents double and collect a heavy penalty. 
Our pseudo-psychologist has not a ghost of a 
chance for escape, as there is no “out” suit. He 
must suffer in dignified silence. 

Fake Bid No, j: A Bhffi Redouble of a Penalty 
Double — 

Opponents double a contract and it looks as 
though they will collect a fair penalty. The 
situation is desperate. Our tactician suddenly 
has an inspiration. He redoubles to drive the 
opponents back to their own bid. They stay 
put, of course. 

I'here are several other bids equally as stupid 
as the three just named. 

partner's procedure in surprise tactics 

There is but one rule for partner to follow when 
confronted with surprise tactics: He must always 
assume normalcy and draw his inferences accord- 
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ingly. Un^i/ defijute inferences point to the con¬ 
trary he must not be on the lookout for possible 
bluff bids by partner nor allow this possibility 
to influence his bidding. 

DEFENSE AGAINST SURPRISE TACTICS 

To assume^ without being certain, that the 
opponent is bluffing is fatal. It is not a paradox 
to state that the real object of surprise bids is to 
make the opponents believe, when holding truly 
‘‘strong hands,” that the player is bluffing and 
then to call the “bluff.” 

Therefore, until definite inferences point to the 
contrary, the opponents' bids must be respected. 

The best defense lies in precise partnership 
bidding. The players should promptly double 
the opponents" bids or redouble their Takeout 
Doubles if holding the necessary values—es¬ 
pecially one notrump bids. A process of elimina¬ 
tion will usually disclose that the balance of 
honor strength is held by partner, and therefore 
that the apparently strong bids of opponents are 
bluffs. (See the Rule of Eight.) i 

Besides, there are only a few bidding situations 
in which the risk of a “psychic"" bid may be justi¬ 
fied, and therefore they should be expected. 

When to Be on the Lookout 

One should be on the lookout for “psychic"" 
bids whenever the following situations occur: 

1. When the opponents are not vulnerable and 
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one of them passes. This situation is most 
commonly seized upon for “psychic*^ bids or 
Doubles for the reason that it offers the maximum 
degree of safety.* Justifiable surprise bids by the 
player who is vulnerable are rare. Tf partner has 
not passed, the danger of deceiving him is too 
great to warrant the risk of a surprise bid. 

2. When an opponent overcalls partner's bid 
suit with one notrump and subsequently bids a 
suit. Here the fact that he failed to double is 
significant. 

3. When an opponent strongly bids up his 
suit after a previous pass. 

In conclusion, the situations which logically 
justify the making of a “psychic" bid are relatively 
few and can be clearly marked. The “psychic" 
or camouflage bids which can pass through the 
meshes of fine partnership bidding are fewer still. 
Perhaps the main value of surprise tactics lies in 
creating a feeling of uncertainty in the minds of 
the opponents and in hampering the natural de- 

* There are many situations in which the pass is the best 
and only defense. Unfortunately, in Contract the pass loses 
much of its sting when the player is not vulnerable. The 
writer, while fully recognizing that there must be a legitimate 
place for surprise tactics based on finesse and subtlety, does 
not believe that grossly exaggerated bluff bids belong to the 
game. The most powerful defense against coarse bluff bids, 
such as fake bids on suits of which a singleton only is held, is 


a pass. 
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velopment of their bidding. They will quickly 
learn that against a certain class of opponents the 
bidding becomes heavy with uncertainty and hard 
to pull. The easy flow of valuable information 
from the enemy’s camp has stopped or become 
confusing. 

If, in defense against surprise tactics, a player 
makes the fatal error of ignoring them, and, treat¬ 
ing them as bluflF, proceeds to bid high, the op¬ 
ponents will then wait with strong hands dis¬ 
guised by bluff bids to exact the toll of heavy 
penalties. In this manner the effect of surprise 
bids is felt both directly and indirectly in a more 
subtle way. 

These really simple bids, until the publication 
in 1930 of the first Contract Bridge Blue Book, 
remained almost the exclusive domain of the 
writer and a few experts—in particular, Messrs. 
J. Mattheys, M. Gottlieb, Raymond Balfe, Percy 
Gregg, Drummond Jones, D. Prendergast, Tom 
MePheeters, Harold S. Vanderbilt, and last, but 
certainly not least, Bryant McCampbell. They, 
and a few others in America and abroad, were 
already ‘"psychic” pioneers in Auction. A large 
number of good players are now using these 
surprise bids, so that it is necessary to understand 
them if for no other reason than to be able to 
make proper defense against them. 



Chapter XXVI 


CONCEALING SIRENGTH FROM OPPONENTS 

Far more valuable than camouflage tactics to 
conceal defensive weakness of the hand are tactics 
to conceal honor strength. Penalties make up 
a very large proportion of profits, and the only 
way to obtain large penalties is by concealing as 
much as possible one’s strength in order to induce 
the enemy to expect less in their opponents’ hands 
and more in their partners’. 

Hands which contain 3 or more honor-tricks 
cannot be passed for a swing originally without 
serious risk that the remaining players will also 
pass; nor can one, as a rule, indulge in Semi-Shift 
bids or Shift Raises. There remains, with few 
exceptions, but one way to conceal one s strength 
and surprise the opponents—by bidding as low 
as possible. Forcing Takeouts and two-bids 
apparently contradict this principle; here, how¬ 
ever, the overwhelming honor strength makes it 
highly improbable that opponents will do much 
bidding. 

Most of the other so-called “strength-showing” 
optional or artificial bids, current with many 
systems, are a polite warning to the enemy not to 
fall into the trap or not to commit suicide on the 
495 
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score. This applies especially to indiscriminate 
Opening notrump bids when made with strong 
hands and in preference to the strength-conceal¬ 
ing suit bids. Similarly a player, whose Opening 
one-bids in a suit or notrump are know?! to be 
stro7tg, gives up thereby a large share of penalties 
which otherwise would accrue to him. Nor can 
he relieve the situation by occasional “psychic” 
Opening bids, for his partner is naturally attuned 
to strength and length waves and will act accord¬ 
ingly. 

The principle governing all methods of con¬ 
cealing strength is very simple: Tell partner 
only what is strictly necessary to keep him going; 
to start with, conceal the excess of strength from 
the opponents. 

In most other systems it is the Opening Hand 
who shows as much as possible the full strength 
of his hand at once, and partner who “assists”; 
in the Approach-Forcing System the Opening 
Hand, as a rule, shows only the strict minimum, 
and partner must first show his strength. Part¬ 
ner is given just enough information to keep him 
afloat; the opponents, however, must guess. 

The usual advice to “encourage partner and 
discourage opponents” is diametrically reversed 
to read, “With good hands discourage partner 
and encourage opponents.” 

In the Approach-Forcing System the principle 
of concealing strength from the enemy permeates 
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the entire bidding. Only a few situations, 
therefore, need describing. 

The attempt to conceal strength begins with 
Opening one-bids and with suit bids preferably* 
The range of honor-tricks held varies from 2^/^ to 
5 and sometimes even 5 V 2 . Partner must as¬ 
sume, to start with, about 3. The balance, if 
available, is concealed. 

Let us take a hand such as 

♦ AQ10 73 7A3 0KQ8 ♦AJ4 

The proper bid with this hand is one spade, in 
spite of its great strength. A two-bid would be 
superfluous with this distribution. If partner 
does not have about IV 2 honor-tricks, the hand 
will rarely score game; if partner has about T/a 
honor-tricks, he will keep the bidding open after 
a one spade bid. In the meantime a powerful 
hand is concealed from the opponents, who, 
because unwarned, may eventually be trapped. 

THE MENTAL LEVEL OF THE OPPONENTS 

As with partnership bidding, one must adjust 
one’s psychological tactics to ^he mental level of 
the opponents. Not only must a player adjust 
himself to the mental level of individual opponents 
and, so to speak, jump into their mental skins and 
clearly visualize the process of their expected 
guesses, but at each stage of the bidding he must 
ask himself what their opinions and guesses 
about him are. According to their scope of 
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perspicacity, one's psychological tactics will 
vary in complexity. The same psychological set¬ 
up will not work against an inferior, average or 
very superior intelligence. A player's entire 
method of bidding may have to be temporarily 
shifted. 

For instance, a certain player, after watching 
my game, assumes that I am of the overbidding 
type. He gears up the doubling accordingly 
and proceeds to double me right and left. Having 
observed this—how quickly will depend on my 
intelligence—I shall naturally tighten up con¬ 
siderably on the bidding and, especially for his 
benefit, my bids in future will be extra sound. 
The answer to his Doubles will be successful 
Redoubles until he is practically browbeaten. 

There will now occur a psychological read¬ 
justment in his opinion and attitude toward my 
overbidding. After weeks of play he is forced 
to conclude that his original opinion was wrong 
and that I am really a very conservative player. 
He therefore abstains from doubling me. I 
therefore proceed to overbid until after several 
weeks he is once more, forced to begin doubling, 
whereupon I shall once more shift my tactics. 
Just how quickly he will notice my shift, and shift 
in turn, will depend on his mental alertness. 
This illustrates psychological strategy as a whole 
and not merely in reference to an individual kind 
of surprise bid. 
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There is a constant ebb and flow of imponder¬ 
ables between players around the table. To 
seize these imponderables by the horns, so to 
speak, and make them work for you and against 
the opponents—and in spite of the opponents—is 
the final problem of Contract psychology. 

Concealing Strength after a Takeout Double by 

THE OpPONEN IS 

First Hand opens with one spade and Second 
Hand doubles. If Third Hand holds 

464 S?AQ97 OA 10 92 4QJ5 

his proper bid is a Redouble informing partner at 
once that a possible heavy penalty is in sight. 
To conceal strength in this situation would lead 
nowhere as opponents will probably stop bidding. 
If, however, First Hand opens with one club and 
Second Hand doubles for a Takeout, a Redouble 
by the Third Hand with a strong hand is a waste 
of ammunition, especially if opponents pe not 
vulnerable, for they can easily escape with any 
suit bid of one, and in the meantime they have 
been warned of the danger. The better plan 
would be to pass, and wait and see. 

Passing for a Trap after Forcing or Artificial Bids 

After a Forcing bid or an artificial one club 
bid the best defense with strong hands is also a 
pass. Since the bidding is guaranteed to be kept 
open, it is obviously more advantageous to allow 
the opponents to proceed unwarned. Assume 
that Dealer opens with an artificial one club. If 
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Second Hand is very strong he can obviously 
afford to pass and thus temporarily conceal his 
strength, since Third Hand must respond. With 
a hand of average strength, however, his best 
plan is to bid at once, for otherwise he may easily 
be shut out. The same principle applies against 
all One Over One systems. 

These waiting tactics will work only when there 
is at least a reasonable certainty that the bidding 
will be kept open. It is a fallacy to lie in wait 
with a strong hand when the chances are that the 
bidding will not continue. 

After an opponent opens with one notrump not 
vulnerable and the Second Hand holds a hand such 
as 

♦ AQJ5 S? 53 0 AQJ8 ♦KJ4 

it is the height of naivete to make a “trap’' pass 
in the foolish hope that the opponents will bid 
higher and even contract for a game. The op¬ 
ponents will probably play the hand at one no- 
trump or two in some suit, and either go down 
one or even make a part-score. A Double will 
at least bring in a part-score, and possibly a 
game, not counting the possibility of a stiff 
penalty should partner make a Penalty Pass. 

Trapping Opponents with Pre-emptive Four-Bids 

The inference conveyed by a Pre-emptive 
(shut-out) four-bid in a major is that the player 
fears the opponents, and, holding a very long 
trump suit with no defensive strength, attempts to 
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shut them out. The “weakness’’ inference usually 
conveyed by such bids will serve as a basis for 
surprise when an Opening four-bid is made 
occasionally on powerful hands. 

For instance, with 

4K53 <^AKQJ82 0 K Q 10 6 ♦— 

a “surprise” four-bid is made. The opponents, 
assuming weakness, may overcall with dis¬ 
astrous results. 

These tactics have the added advantage of pro¬ 
tecting weak Pre-emptive four-bids. Distribu¬ 
tional four-bids when not deftly mixed with bids 
of four on strong hands will soon lose their effect 
upon opponents and even become a boomerang. 
It is one thing to overcall a Pre-emptive four-bid 
when made by a wooden player and quite another 
to take one’s life in one’s hands and gamble by 
overcalling an Opening four-bid if made by a keen 
Contract psychologist. 

The only disadvantage of such strength-con¬ 
cealing bids is that at times a Slam is missed, 
which would have been reached had partner not 
been misled as to the real strength of the hand. 
To minimize this disadvantage the time to make 
such a bid is when partner has passed. 

With the hand above an astute player would bid 
four hearts, even as Second Hand, after Dealer s 
pass. The possibility of driving the Third Hand 



502 Bridge Psychology 

into a five club bid, when the Fourth Hand may 
hold quite a few clubs, is too tempting. 

Concealing DisrRiBurioN 
Consider the following bidding: 

(Dealer) 

South West (not vulnerable) 

1 7 Double 

West holds: 

4A10 8 7QJ 10 87 0AKJ9 43 

The object here is to coax a Rebid of hearts by 
the opponents. A Takeout Double usually denies 
strength in the doubled suit. It may encourage 
the opponents to rebid in order to save a part- 
score; if so, the bid can be doubled. 

If partner (East) bids two clubs, then West 
bids two diamonds if there is no intervening bid. 

Another Way of Concealing Distribution 

Consider also this bidding situation: 

Both sides vulnerable 


(Dealer) 

South 

West 

North 

East 


Double 

24 

Pass 

Pass 

4 ^ 

44 

Pass 

Pass 

Double 

Redouble 

Pass 

Pass 

Pass 




Five-odd was made by South-North. North 
held: 

4 10 9876 7— OAQ10 974 442 
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North's (Mrs. Culbertson's) bidding, apparently 
erratic, is very subtle. After West's Double, 
North decides not to try for a Slam unless partner 
can rebid. 

North considers her freakish distribution and, 
reasoning that very probably the bidding will be 
kept open, misleads West by giving a feint 
minbnum Raise of two spades. Her subsequent 
Raise to four spades looked like a sacrifice. She 
was reasonably certain that West would either 
pass the Redouble (in the event that he doubles) 
or that South, who made an Opening bid, had 
some strength in hearts—especially after East 
failed to support West's heart bid. 

Bidding Gradually in Order to Conceal a Slam Hand 

Attempts to conceal, whenever feasible, really 
powerful hands have as their object to induce 
and coax the opponents, who do not suspect 
unusual strength, to take a gambling chance that 
may result in a heavy penalty. There are a few 
situations, however, in which the object of con¬ 
cealing the actual strength of the hand is to 
prevent the opponents from making a “sacrifice" 
bid that will rob the Opening Hand of a successful 
Slam. As long as the opponents believe or are 
induced to believe that there is a fighting chance 
to defeat a Slam contract, they will not attempt a 
sacrifice overbid. 

The problem with some very powerful hands 
is to bid up gradually and let it appear on the 
surface that the player, instead of ‘‘raring to go" 
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is being pushed—apparently unwillingly. To 
obligingly inform the enemy that a Slam is prac¬ 
tically a certainty is simply to invite them to make 
desperate overbids which often prove to be 
successful. The remarkable hand below illus¬ 
trates, at one and the same time, the bid that is 
psychologically the worst ever made (see West) 
and another bid which is one of the best ever made. 
Harold S. Vanderbilt sat in the North position. 
The fact that this hand resulted from a Goulash* 
deal merely brings into bolder relief the psy¬ 
chological principles of Contract tactics. 

Goulash deal 

Both sides vulnerable 

Vanderbilt System played 


♦ - 

7 AKQJ 1098 
0 K 

♦ AQJ 10 9 



♦ - 

^ 765432 
0 542 
46432 


♦ - 

7 - 

0 AQJ 109 8 7 63 
♦ K8 7 5 


• Goulashes are no longer indulged in among better Con¬ 
tract players. 
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(Dealer) 

The Bidding: South West North East 

30? 74 ?? 7NT1! Pass 

Pass Pass 

Analysts: South has many ways to bid his 
hand—including a pass. In the writer's opinion 
he did not choose the best. No matter. The 
seven spade bid by West is one of the worst in 
Bridge history. The player saw victory in his 
grasp, as apparently opponents had no escape. 
The far-away thought never occurred to him that 
the Grand Slam bid when he was vulnerable was 
precisely the one bid to give the whole show away. 
North's seven notrump was a stroke of genius 
because of its very simplicity. Many might 
have thought of doing it—especially after it 
was all over. Mr. Vanderbilt did it. 

It is not necessary to go more exhaustively 
into the practical application of the principle of 
conceahnent of strength. It is sufficient to remem¬ 
ber that in Contract it is even more important to 
conceal one's strength than to disguise one’s 
weaknesses. Players who can do neither might as 
well play with their hands always exposed. 

Contract is a game of exacting inferences plus 
a factor v—the alluring Unknown Quantity in 
men and in cards that lends the game its irre¬ 
sistible fascination. 
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Bidding With Other Systems 


AQ ^ 

KQIO > IV 2 tricks 
A J 10 1 

A 

KQ 
KJ 10 
K and Q in 
different suits 

Kx 
QJx 
2 guarded 
Queens 

No TRUMP Valuation 

The Culbertson player must remember that 
there is a different Official System valuation placed 
on a hand when the declaration is notrump. A 
definite numerical count is applied to each of the 
honors. It might be well to acquaint yourself 
with this count so as to be prepared for any situa¬ 
tion. The notrump count is as follows: An Ace 
is valued at 4; a King at 3; a Queen at 2; a 
Knave at 1; and two Tens are also given the value 
of 1. 

In order to make a bid of one notrump the 
Dealer must hold in his hand a count of 13; 
Second Hand must hold a count of 12; Third 
Hand) a count of 14; and Fourth Hand, a count 
of 15 with strength in both of the major suits. 
These counts are figured from the foregoing count 


!• V 2 trick 
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valuation. If your partner opens with a notrump 
bid, you need only to do some simple arithmetic 
in order to determine the response. 

Eight tricks are practically certain if the total 
count of the combined hands reaches the sum of 
22 points. On an average, 9 tricks will be pro¬ 
duced if the total count in the two hands is 24 
points; whenever this total appears, three no- 
trump may be bid. 

Opening Two-Btds 

It is quite important for the Culbertson Player 
to realize that there is a radical difference in the 
Official System Opening bids of two in any suit 
other than clubs. 

The two-bid in the Official System differs from 
that of the Culbertson two-bid in a suit, in that it 
is not essentially Forcing—when the suit bid is 
spades, hearts or diamonds. There is only one 
Game Demand (Forcing) bid of two. This bid is 
the artificial Opening “two club’’ bid. 

It would be well to remember that a bid of 
two in any of the three higher ranking suits merely 
invites the partner of the Declarer to go to game. 
The bid indicates a better than average holding, 
and less than a Game Demand hand. 

A bid of two in spades, hearts or diamonds indi¬ 
cates that the holding contains 7 playing-tricks 
with only 3 high-card tricks (practically the same 
as the Full Value of Honor-Tricks), or 6 V 2 play- 
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ing-tricks with 3 V 2 high-card tricks. Should the 
hand hold enough in point counts for a two no- 
trump bid, but a suit bid be made in preference, 5 
high-card tricks appear automatically. 

The Culbertson player must keep in mind the 
fact that he is not forced to respond to an Official 
System ‘Invitation'* bid. However, should the 
Responding Hand be able to make a Takeout, the 
Opening bidder is then under obligation to re¬ 
spond once to any bid so made. If, however, you 
as the Responding Hand raise the Opening two- 
bid, the Opening bidder may pass. 

It is only necessary for you to make a minimum 
Takeout (no Forces). The reason for this is that 
the Opening bidder must respond to your Take¬ 
out. Therefore you are assured of a further op¬ 
portunity to reveal additional strength. 

.In order to make a Takeout your hand must 
contain IV 2 high-card tricks plus a biddable suit. 

A response of two notrump should be made 
when the holding adds up to a count of 6 in two 
suits, but lacks trump support or a biddable 
suit. 

In order to assist the Intermediate Two-Bid you 
should have 1^/2 playing-tricks, which include 1 
high-card trick. 

Tor an Opening two notrump bid, a hand must 
add up to a minimum of 19 points, if but three 
suits are stopped, or a count of 17 points in a hand 
with all four suits stopped. 
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You, the Responding Hand, in order to assist an 
Opening two notrump bid must hold at least an 
x4ce and any other count; a King and Queen 
(either in the same or different suits) or any count 
of G. It is always understood that when the Re¬ 
sponding Hand assists an Opening two notrump 
bid, it lacks a biddable suit. 

If the Responding Hand does hold a six-card 
suit, a bid of three in that suit should be pre¬ 
ferred, naturally, to the Raise in notrump. A 
fair five-card major (A J 10 x x) should also be 
bid in preference to jumping the notrump declara¬ 
tion. 


The Opening Two Club Bid (Forcing) 

The Opening two club bid of the Official Sys¬ 
tem is entirely artificial, and, at the same time, 
absolutely Forcing. 

This artificial bid is used ONLY as an Opening 
bid. Should there be a part-score, or a pre¬ 
vious declaration, the bid of two clubs is merely an 
ordinary one. The declaration can be made by 
any of the four hands, always provided no other 
bid has been made. 

The Culbertson player should note that the re¬ 
quirements for this artificial two club bid used by 
Official System devotees are about as strong as 
the Forcing two-bid of the Culbertson (Approach- 
Forcing) System. 

The Opening two club bid requires that the 
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Responding Hand have, positively, an Ace and a 
King or two Aces in order to make a positive re¬ 
sponse. When the Responding Hand is lacking 
in this honor strength the response is an artificial 
bid of two diamonds—a negative response. 

Three types of hands are included in this bid. 
For instance, it may be that the Opening bidder 
has length and strength in two suits and desires to 
know your preference. Or the Opening bidder 
may hold an exceptionally strong notrump hand 
with one suit not guarded. In this event, he de¬ 
sires to find out whether you can stop that un¬ 
guarded suit. The third type of hand contains 
one long and strong suit, with extra strength on 
the side. With such a holding the Opening bid¬ 
der wishes to ascertain whether or not you have an 
Ace or King. The bid may be made with a major 
two-suiter of 8 playing-tricks; 8V2 playing-tricks 
when there is a choice between a major and a 
minor suit; or at best a count of 21 points should 
the choice lay between notnimp and a suit bid. 

If there is an intervening bid, after the artificial 
two club bid the partner of the Opening bidder 
may pass, unless he holds a normal bid. 

Should either the Opening ‘Two club’* bidder or 
his partner double an adversary’s Overcall, the 
Double should be interpreted as a Penalty Double. 

The responses to the two club bid are not 
many. If you hold an Ace and a King or two 
Aces, the response is two notrump, provided one 
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of the honors is not the top of a five-card major 
suit. In this event, two in the major suit must 
be bid. Should you lack an Ace and a King, the 
response must be two diamonds. 

Again, this negative bid of two diamonds is 
purely artificial. It has absolutely no connection 
with the actual diamond holding and is used 
merely to deny the holding of an Ace and a King 
or two Aces. 

If the two club bidder receives a negative re¬ 
sponse from you, on the second round of bidding, 
he names his higher ranking suit (if he holds a 
two-suiter). You must then respond with an 
artificial two notrump bid. The third round of 
bidding discloses his second suit. It is then up to 
you to choose the suit you can best support. 

If the choice to be made is between notrump and 
a suit, after an artificial two diamond response by 
you, on the second round of bidding the Opening 
bidder delcares two notrump. You must then 
bid the suit which you have well guarded (if this is 
possible). 

When your hand does not contain this necessary 
strength you must resort to still another artificial 
bid—three clubs. The Opening bidder then 
names his suit, leaving with you the choice of 
three notrump or game in the suit bid. Thus the 
only real difference between the Official and the 
Culbertson System is that the former makes use 
of the artificial two club and intermediary (non- 
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Forcing) two bids and employs a point count for 
its notrump valuation. In practically all other 
respects the methods of the Culbertson System 
have been adopted. Among them, of course, the 
One Over One bids and responses. The learning 
of the Official System as now used is a matter 
of a few hours to any player with a sound founda¬ 
tion of the Culbertson System. 

THE VANDERBILT OR COMBINATION SYSTEM* 

The Vanderbilt System is a highly ingenious 
and well-knit combination of the Culbertson 
(Approach-Forcing) System with the club bid 
developed by Mr. Harold S. Vanderbilt, one of 
the world’s greatest master players and an 
extraordinarily keen analyst, to whom are due 
much of the present Contract Bridge scoring and 
many suggestions as incorporated in the Cul¬ 
bertson System. The bidding develops on the 
basis of the Culbertson System except that with 
very powerful or with strong but unbalanced 
hands the Approach is made through the one 
club bid and diamond response, both of which 


* “Certain principles of the Forcing System (developed 
by Mr. and Mrs. Culbertson) have been modified to fit the 
Club Convention System of bidding. This modified system 
generally known as “The Combination System,” uses Forcing 
overbids in the bidding subsequent to the original bid, and is 
advocated for use when playing the Club Convention.” 

—“The New Contract Bridge,*’ by Harold S. Vanderbilt. 
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are Forcing at least once. The club bid shows 
no playable suit but at least 3 high cards (Aces or 
King-Queens) anhl usually an unbalanced distribu¬ 
tion. Many players erroneously believe that 
simply because the hand contains 3 high-card 
tricks it must be begun with the one club. Any 
other but one diamond response shows 2 or more 
high-card tricks and is thereafter Forcing to 
game. A response of one diamond shows less 
than 2 high-card tricks. If the bidding is: 

Sou iH North 

14 10 

2 7 or 2 4! 

the Jump bid in a major suit after partner’s one 
diamond response becomes Forcing to game, A 
Jump bid in notrump or minors is nearly Forcing. 
In this manner the Opening Forcing two-bid is 
eliminated. As a corollary to the club bid (which 
shows an unbalanced hand and weakness in some 
suit) the one notrump bid shows a hand with all 
four suits potentially stopped. The Combination 
System, in spite of its highly complicated struc¬ 
ture, is a powerful tool in the hands of an expert 
and far superior to any of the several varieties of 
the so-called One Over One “Systems.” Next to 
the Culbertson System it is the only system that is 
properly equipped for scientific bidding of Small 
and Grand Slams. It is brilliantly analyzed in 
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Mr. Vanderbilt’s latest book, “Contract Bridge 
by Hand Analysis.”* 

ONE OVER ONE “SYSTEMS”** 

This subject is fully covered in the chapter on 
One Over One bids. All One Over One “systems” 
are variations of the Culbertson System and can 
be mastered in a few hours by a player who 
understands the Culbertson (Approach-Forcing) 
methods. In fact, authors of various One Over 
Ones recognize that the Culbertson System is their 
indispensable basis. There are at present more 
than a dozen radically different One Over One 

* Published by The Bridge World, Inc. (publishers of the 
famous monthly, The Bridge World Magazine), 570 Lexington 
Avenue, New York, N. Y. 

** “The One Over One (named by me) is simply another 
name for the Culbertson (Approach-Forcing) System.” 

—Theodore A, Lightner. 

“By far the largest part in the development of the Forcing 
System or its twin brother, the Knickerbocker Whist Club 
System, is due to Mr, and Mrs. Ely Clubertson.” 

—George Reith, sponsor of Keith’s One Over One. 

“The Forcing Bid as originated and developed by Ely 
Culbertson. . ” 

—David Burnstine, sponsor of the “Four 
Horsemen’s One Over One.” 

“It was Mr. Ely Culbertson, editor of The Bridge Worlds to 
whom Auction and Contract owe so much, who perfected 
this original two-bid in a suit. He has made of it a command 
or Forcing bid demanding a further bid from partner and thus 
enabling the original bidder to rebid his own hand.” 

—•Madeleine Kerwin in Vanity Fairy January, 1930. 
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“systems*' and the only thing they have in com¬ 
mon is a fallacy that a Forcing suit response of 
one to an Opening suit bid of one “saves one or 
more rounds of bidding." But not all ideas or 
methods were necessarily wrong. The really 
worth-while suggestions contained in the in¬ 
numerable variations recently advanced by writers 
have been incorporated in the Culbertson System 
of 1933 and proper credits given. Most of the 
variations, however, have been discarded long ago 
by the author and his associates as unsound or 
impractical from the standpoint of expert play. 
Under the disguise of a catchy, new name and 
blazoned by the highly exaggerated claims of 
some publishers and writers, many of them are 
really a very recent revival of the archaic, almost 
forgotten methods of the earlier era of Bridge. 
Their principal appeal is to the mass of beginners, 
for the theories, presented in the guise of pleasant 
generalities, look well on paper, but quickly 
crumble before the trained analysis of any ad¬ 
vanced player. To these old ghosts belong some 
of the so-called “latest discoveries’’ such as the 
following: 

1. The theory that a one notrump should be, 
as a rule, preferred to a major or a minor suit bid 
“if the hand contains no singleton or worthless 
doubleton and has tenacesT The tenace idea 
was originated by Elwell and also abandoned by 
him. 
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2. The theory of the strong one notrump in 
preference to suit bids. Advanced by Harold S. 
Vanderbilt in 1930, but logical only in conjunction 
with his club bid—absurd otherwise. 

3. The theory of strong Opening suit bids of 
one in the position of First or Second Hand—but 
weak bids in the position of Fourth Hand. 
These have been resurrected and dropped again 
many times since Bridge began and are the favor¬ 
ite pet of many routine theorists. 

4. The theory that almost any four-card suit is 
biddable. (Ellis Jones, 1924, Columbus, Ohio.) 

5. The theory that an Opening Forcing two- 
and three-bid must contain ten sure tricks in a 
major suit bid and eleven sure tricks in a 
minor. This theory represents Milton C. Work’s 
suit bids of four and five published in 1929 (now 
abandoned), combined with Sidney Lenz’s Forc¬ 
ing three-bids published in 1931. 

Mr. Work wisely dropped these Gargantuan 
bids because it was found that even the luckiest 
card holders could use them only once every few 
months. Like many other beautiful theories in 
Bridge, as in life, the bid is too good to be really 
true. 

6. The Forcing One Over One Response, 
developed by this author in 1927-~28 as an integral 
part of the Forcing System from the Approach 
System of Auction (1923) and published by this 
author for the first time under the name “Forcing 
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One Response” In the December, 192 cS, issue of 
the Auction Bridge Magazine. Subsequently 
named by Mr. Lightner the “One Over One,” but 
dropped in favor of the more scientific part-Forc- 
ing One Over One. Many writers and some 
players who adopted the original Approach-Forc¬ 
ing System retained the old (Forcing) One Over 
One; the issue was magnified to absurd propor¬ 
tions by some publishers and the abandoned 
principle was made to appear as the “latest 
and newest system,” giving its name to One 
Over One “systems.” There are many other 
“ghosts” that reappear on the scene, but the 
writer's fundamental contention has always been 
that the test oj any method or system is in actual 
rubber play^ and if the Culbertson System could 
not stand up under the most severe test the 
writer would be the first to abandon it. For 
this reason, the writer urges any player always 
to keep an open mind, to test and test any 
idea in the crucible of intelligent experience and 
not to accept the mere word of any “authority” 
or “expert,” including the writer! An open 
mind is the true stamp of a scientific mind, and 
the writer (who receives, on the average, six 
hundred letters daily from his Bridge friends) 
never hesitates to adopt, giving the proper credits, 
any worth-while suggestion, by whomsoever 
advanced. 

This is one of the principal reasons that, from 
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the standpoint of expert play^ the Culbertson 
System of 1933, in the opinion of all master 
players (with few exceptions), is not only far in 
advance of any other system, but will remain for 
many years to come the simplest and most 
scientific body of Card Knowledge so far de¬ 
veloped. 

In the case of One Over One “systems,a note 
of warning must be sounded: the player has a 
right to demand that the opponent specify which 
one of the dozen or more One Over Ones he plays 
and to explain briefly at least some of its salient 
points. Merely to state that a player uses a One 
Over One is to employ a convenient euphemism 
behind which may be found any number of sur¬ 
prising conventions by which an opponent may 
gain, quite innocently, an advantage that he him¬ 
self would not like to take. Conventions are per¬ 
missible provided they are either widely known 
so that the bids can be recognized or opponents are 
informed. This, of course, does not apply to 
any bid of which the partner is as much in the dark 
as to the meaning as are the opponents; in 
other words, when no conventional meaning 
is known to both partners. In all such situations 
one may bid as one likes. 

Not to know at all what a player does is a most 
serious handicap to opponents, and for this reason 
it is not sufficient merely to be told by an oppo¬ 
nent that he plays the “One Over One.” There 
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is no such system, or rather there are dozens of 
such “systems,’’ and he, therefore, should specify 
the points, if any, on which he has a general 
conventional understanding with his partners. 

The new scoring and especially the importance 
of the new Grand Slam premiums have rendered 
most of the “One Over One” systems obsolete, and 
a crop of new One Over Ones is to be expected. 
In any case, it will be necessary definitely to 
abandon the Forcing One Over One responses 
with which it is practically impossible scien¬ 
tifically to reach a winning Grand Slam bid or to 
avoid a losing one. To quote Oswald Jacoby, 
one of the principal exponents of the Forcing 
One Over One: “Contract Bridge of 1933 can¬ 
not be played with any One Over One method 
of 1931-32, where two- and three-bids are prac¬ 
tically eliminated even for powerful hands 
and no provision is made for Grand Slam bidding. 
Furthermore, Grand Slam bids will fail if the 
One Over One is played as Forcing, for it is 
impossible to draw a precise line of demarcation 
between hands of varying strength This is 
one of several reasons why practically all mas¬ 
ter players have abandoned the Forcing One 
Over One in favor of the part-Forcing method of 
responding to suit bids of one.” 
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1. Glossary 


Editor^ Note: The principles and methods underlying 
Mr. Ely Culbertson’s modern theory of cards, as originated 
by him and applied to Auction and Contract Bridge bidding 
and play, from 1922 to 1933, are in many respects so revolu- 
t.onary and new that a great number of new terms, now 
household words among Bridge players, were coined by 
Mr. Culbertson. In this glossary, the words or terms marked 
by a star (’•') were originated and used for the first time by 
Mr. Culbertson in the sense here given to express his new 
ideas. Unless otherwise stated, the terms here defined are 
used in Contract Bridge, or in both Auction and Contract 
Bridge, in the senses given. (Beginning on page 544, will 
be found historical data of interest in connection with this 
glossary.) 


Above the line. All scores 
in Rubber Bridge entered 
above a horizontal line on the 
.score sheet, which includes 
penalties and the premiums 
for honors. Slams, rubbers 
and overtricks; all points 
scored other than for tricks; 
the premium score. 

Ace. The highest ranking 
card of a suit. 

Ace-showing. A conven¬ 
tion in bidding, used by some 
players when approaching a 
Slam to show control of the 
first round of an unbid suit. 
See Four-Five Notrump Con¬ 
vention. 

^Adequate trump support. 
The minimum holding in 
partner’s bid suit to justify 
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the Responding Hand’s rais¬ 
ing partner’s Opening suit bid 
of one or two. For a number 
of years the adequate (or, 
as then called, “average” or 
“normal”) trump support 
consisted of three small 
trumps or a Queen with a 
small card. With the intro¬ 
duction of the Culbertson 
four-card suit principle, ade¬ 
quate trump support became 
four small trumps (x x x x) 
or at least a Queen and two 
small cards (Q x x). 

Adversary. Either oppo¬ 
nent of the Declarer. 

Adverse suit. A suit bid 
by the opposing side. 

* Approach-Forcing System, 
See Culbertson System. 
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"^Approach principle. The 
Culbertson precept that 
whenever a hand contains a 
biddable suit (even a four- 
card minor) the suit should be 
preferred to notrump as the 
Opening bid. The same 
principle applies to responses 
with suit bids of one. This 
principle was first developed 
in the game of Auction 
Bridge, and with the intro¬ 
duction of Contract was com¬ 
bined with the Forcing prin¬ 
ciple as the basis of the Cul¬ 
bertson (Approach-Forcing) 
System of Contract bidding. 
As a logical result, an en¬ 
tirely new range of four-card 
suit bids. Raises and other 
revolutionary bidding 
methods, were developed. 

Auction, I'he period dur¬ 
ing which it is open to the 
players to bid in rotation for 
the contract, beginning when 
the deal is finished and ending 
when any call other than a 
pass is followed by three 
passes in turn. 

Auction Bridge, The form 
of Bridge which was the 
immediate predecessor of 
Contract Bridge in the part¬ 
nership games of the Whist 
family. 

^Balance of strength. The 
honor strength adversely 
held, which a player may de¬ 
termine by adding the honor- 
tricks in his own hand to the 
minimum shown by his part¬ 
ner’s bids and subtracting 
the total from 8. The result 


will closely approximate the 
honor strength held by the 
opponents. I'his principle is 
developed from the applica¬ 
tion of the Rule of Eight, 
invented by the author and 
first published in I929.j 

'^Balanced patterns. 
Hands of the onc-suiter type, 
containing no second four- 
card or longer suit. With 
balanced patterns, the scope 
of trump plays is limited, 
and most of the advantages 
inherent to trump plays are 
lost. Balanced patterns in¬ 
clude the following distribu¬ 
tions: 5-3~3-2, 4-3-3-3 and 
6-3-2-2. I'hey form an im¬ 
portant part of the Culbert¬ 
son Modern Theory of Dis¬ 
tribution. 

Below the line. At Rub¬ 
ber Bridge the score (for 
tricks bid and made) re¬ 
corded below the horizontal 
line on the score sheet. The 
score which counts both 
toward winning a game and 
winning a rubber. 

Bid. A call by which a 
player offers to contract that 
his side will win at least as 
many odd-tricks (1 to 7) as 
his bid specifies, provided the 
hand is played at the de¬ 
nomination he names. 

Biddable suit. A suit con¬ 
taining not less than four 
cards, and at least the mini¬ 
mum strength to justify a 
bid in it. 

Bidding to the score. Modi¬ 
fying one’s bid because of a 
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part-vscore, which reduces the 
number of odd-tricks neces¬ 
sary for a game contract. 

Big Siam. A Grand Slam. 

Blank hand. A hand de¬ 
void of honor strength, con¬ 
taining no card higher than a 
nine; a bust; a Yarborough. 

Blank suit. A void. 

Block. (1) To hold up the 
master card of the opponents’ 
suit. (2) To fail to unblock 
partner’s suit by retaining a 
high card which prevents the 
run of it. 

Bluff bid., Doubley etc. See 
Psychic bid. 

Bonus. Points scored 
above the line for winning a 
rubber, for holding honors 
or for bidding and making a 
Slam, See Premium score. 

Book. For Declarer, the 
first 6 tricks; for adversaries, 
the amount of the Declarer’s 
bid subtracted from seven. 

* Borderline bid. A hand 
with strength barely requisite 
to justify a bid—in the twi¬ 
light zone between a pass and 
a bid. 

Bridge. I'he name popu¬ 
larly used to designate the 
game of Contract Bridge. 

Bridge Whist. The fore¬ 
runner of Auction Bridge in 
the Whist family of partner¬ 
ship games, played with a 
Dummy and with a trump 
determined by the Dealer or 
his partner. 


Business Double. A Pen¬ 
alty Double. 

Business Pass. A Penalty 
Pass. 

Bust. Slang for a blank 
hand. 

Call. A comprehensive 
term applicable to a bid, a 
Double, a Redouble, or a 
pass, or to making any of 
these calls. 

Calling a card., a suit., etc., 
as a penalty. The privilege 
of compelling an opponent 
to lead or play a certain card 
or a certain suit, or to play 
his highest or lowest, or to 
win or lose a trick. 

’^Camouflage. A call which 
disguises the make-up of the 
player’s hand. This term, 
much used in Auction Bridge, 
has largely been superseded 
in Contract by the term 
‘‘psychic” bid (which see). 

Card. See Playing Card. 

Card reading. I’he art of 
drawing correct inferences as 
to the distribution of suits in 
all the hands, and the ability 
to locate important honors 
from the bidding and the fall 
of the cards. 

Cash in. To lead one or 
more winning cards; usually, 
to lead all one’s winning 
cards; to run a suit. 

Closed hand. The hand of 
the Declarer, as distinguished 
from the Dummy’s “open” 
hand. 

Club. The lowest ranking 
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of the four vSuits, represented 
by the symbol 

Contract, (1) The final bid 
made in the auction, un¬ 
doubled, doubled or re¬ 
doubled. Any call other 
than a pass, if followed by 
three passes in turn, deter¬ 
mines the contract. (2) The 
game of Contract Bridge. 

Contract Bridge. The form 
of Bridge in which only odd- 
tricks bid and made can be 
scored below the line toward 
winning a game. 

Contracting. A popular 
term for the auction. 

* Count (^-5-(5). A scale 
by which the trick expectancy 
of the combined declaring 
hands at notrump may be 
determined. Thus, with fa¬ 
vorable distribution, 4 honor- 
tricks in the combined hands 
will average to produce either 
6 or 7 tricks in the play, 5 
honor-tricks will average to 
produce 8, and 6 honor-tricks 
will average to produce 9 
tricks, or game. 

Count A 

method of reckoning the 
honor strength of a hand by 
counting the Ace as 4, the 
King as 3, the Queen as 2 
and the Knave as 1. The 
chief advocate in the United 
States of the use of this count 
for notrump bids and Raises 
is Mr. Milton C. Work, 

Cross-ruff, To ruff first 
in one hand and then in the 
other. See Ruff, 


'^Culbertson (^Approach- 
Forcing System. The most 
generally used system of Con¬ 
tract bidding, especially by 
experts, the characteristic 
features of which are as 
follows: (1) determining the 
best bid in the combined 
partnership hands by ap¬ 
proaching with low suit bids, 
and also (2) responding, when 
possible, with suit bids in 
preference to notrump until 
the fit of the hands is as¬ 
certained (One Over One); 
(3) the use of notrump as a 
negative response; (4) the 
requirement of at least Q x x 
or X X X X for adequate trump 
support; (5) the use of 
Forcing bids on hands of 
sufficient strength; (6) the 
Penalty and Takeout 
Doubles; (7) Higher Strategy 
of Bridge (Distribution and 
the Law of Symmetry); (8) 
Culbertson Method of Slam 
Bids. See Approach prin¬ 
ciple, Forcing principle, Ade¬ 
quate trump support and 
Negative notrump. 

Cut. To separate the pack 
into two stacks and put the 
bottom portion on that re¬ 
moved from the top for the 
purpose of changing the order 
of the cards. The cut is 
made by the player on the 
Dealer's right, prior to the 
deal. 

Deal, To distribute the 
cards one by one to the 
players in turn. Legally, 
a deal extends from the cut 
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to the moment when the last 
card has been duly placed 
on the table. 

Dealer. The player who 
deals the cards. 

Deck. See Pack. 

Declaration. A call; see 
also Denomination. 

Declare. To call; see Call. 

Declarer. The player who 
first for his side makes a 
bid of the denomination 
named in the contract. He 
plays both his own cards and 
those of his partner 
(Dummy). 

"^Defending Hand. The 
hand that makes a call after 
one of the opponents has 
opened the bidding, or, in 
the play, one of the opponents 
of the Declarer; loosely, any 
player who is defending 
against an adverse contract, 
either in the bidding or the 
play. 

Defensive trick. An honor- 
trick, or any card or card 
combination that may be ex¬ 
pected to win a trick if an 
opponent becomes the De¬ 
clarer. 

Denial bid. A bid other 
than partner’s to show pos¬ 
sible lack of support for 
partner's Opening bid. Or¬ 
dinarily the most eloquent 
denial is a pass. See Deny. 

Denomination. The suit or 
no trump named in a bid. 

Deny. To bid another 
suit, thus implying possible 


lack of support for partner’s 
bid. See Negative notrumn. 

Deuce. The two-spot; the 
lowest card of a suit. 

Diamond. The next to the 
lowest ranking of the four 
suits, represented by the 
symbol 

Discard. To play a card 
which is not of the suit led 
and which is not a trump, as 
distinguished from following 
suit or ruffing. 

"^Distribution. The prac¬ 
tical and scientific analysis of 
different types (patterns) of 
suit and hand distributions 
for the purpose of dis¬ 
criminating between bids and 
selecting the best bidding 
methods. This use of the 
term followed far-reaching 
discoveries which brought 
about the introduction of 
modern four-card suit bids, 
the development of the Ap¬ 
proach principle, and the 
devising of logical new 
methods of Raises and Take¬ 
outs to replace the old- 
fashioned ways. In its pres¬ 
ent sense, the development 
of the theory of distribution 
was begun by the author in 
1922. See Patterns. 

"^Distributional count. A 
method of estimating the 
expectancy of long-suit tricks 
and short-suit tricks (the 
latter only in the Responding 
Hand). 

*Distributional values. 
The value of long suits and 
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short suits; first discussed 
by the author in 1922. 

Double. A call which has 
the effect of doubling or 
otherwise increasing the re¬ 
sulting score in the event that 
the last preceding bid be¬ 
comes the contract. 

Double Jump. A bid of 
two more than necessary to 
take out partner’s bid. 

Double Raise. A Jump 
Raise increasing partner’s 
bid by two-odd, as a Raise of 
one spade to three spades. 

Doubler. A player who has 
made a Double. 

Doubleton. An original 
holding of only two cards of a 
suit. 

Draw. (1) A procedure for 
determining partners or the 
Dealer or both, in which each 
player draws a card at ran¬ 
dom from a shuffled pack 
spread face down on the 
table. I'he highest card de¬ 
termines the Dealer; the 
next highest, the Dealer’s 
partner. (2) See Exhaust. 

Dummy. (1) The De¬ 
clarer’s partner after he has 
placed his cards face up on 
the table. (2) The cards 
held by the Declarer’s part¬ 
ner; the Dummy’s hand. 

Dummy*s hand. See 
Dummy (2). 

Duplicate, A form of 
Bridge in which the same 
hands are p)layed more than 
once by different pairs of 
players. 


Entry. A taking card 
which permits entry into a 
hand; a re-entry. 

^Escape suit. A suit which 
a player may bid as an es- 
caj^e if he is doubled after 
making an inhibitory no- 
trump or a bluff bid. 

Established suit. A suit in 
which the holder can take 
all the remaining tricks if he 
can lead it or if it be led. 

E.xhaust. To draw all 
cards of a suit from the 
hand of any player. A 
player becoming void of a 
suit during the play is said 
to be exhausted of that suit, 
as distinguished from hold¬ 
ing no cards of that suit 
originally. See Void. 

E.xtra trick. An overtrick. 

Finesse. A maneuver for 
position; a method of play¬ 
ing tenace combinations 
which gains a trick or tricks 
if the position of the out¬ 
standing adverse honor or 
honors is favorable. 

Following suit. Playing a 
card of the suit led. 

* Force. (1) In the bid¬ 
ding, to make a call which 
requires both partners to 
keep the bidding open until 
game or a worth-while penalty 
is reached. (2) In the play, 
to lead a card which an 
opposing player must ruff 
in order to win the trick. 

^Forcing hid. A bid which 
requires both partners to 
continue the auction until 
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ijame or a worth-while 
K^nalty is reached. See 
^brcing principle. 

^Forcing pass. In certain 
bidding situations a pass 
vhich may be deduced as 
neaning that a player desires 
o give his partner the option 
)f bidding mrther or doubling 
he adverse contract for 
:)enalties. 

^Forcing principle. The 
principle underlying the Cul¬ 
bertson method of insuring 
:hat the bidding wdl not die 
showing great honor strength 
uid indicating the strong 
probability of game or Slam, 
provided the best bid for the 
L'ombined hands is chosen. 
There are eight Forcing situa¬ 
tions in the Culbertson Sys¬ 
tem: (1) An Opening bid 
of two in a suit made when 
great honor strength is held 
in one hand, usually 5V2 
honor-tricks or, with ex¬ 
ceptional distribution, 5 
honor-tricks. (2) A Jump 
Takeout of one more than 
necessary in a new suit 
made by the Responding 
Hand with or more 

honor-tricks, showing honor 
strength divided in two 
hands. (.^) A Jump Rebid 
of one more than necessary 
in another suit made by the 
Opening Hand (showing 4'/^ 
honor-tricks) on the next 
round after a Regulation 
Takeout from partner (if 
partner passes and an inter¬ 
vening opponent bids, a 


Jump Rebid by the Opening 
Hand is not Forcing). (4) 
An Immediate Overcall in 
an opponent's bid suit, which, 
if partner has not bid, is a 
Forcing Takeout, showing 
great honor or distributional 
strength or both and equiva¬ 
lent to a gigantic Takeout 
Double. It may show a 
singleton in the opponent’s 
suit. (5) An Overcall of an 
adverse Opening bid of four 
or five in a suit with the 
necessary number of no- 
trump, requiring partner to 
take out in his longest unbid 
suit. (6) Any four notrump 
bid. (7) Any five notrump 
bid. (8) Inferential Forcing 
bids. 

"^Forcing Rebid. See Forc¬ 
ing principle. Forcing situa¬ 
tion (3). 

^Forcing System. See Cul¬ 
bertson System. 

^Forcing Takeout. ^ See 
Forcing principle, Forcing 
situation (2). 

* Forcing two-bid. See 
Forcing principle, Forcing 
situation (1). 

*Four-card suit bids. An 
enlargement of the available 
bids in Auction and Contract; 
first advocated by the author 
and discussed editorially by 
Josephine Culbertson in 
“Auction Bridge Magazine’’ 
in 1924. Through the use of 
four-card suit bids, the choice 
of bids was greatly enlarged, 
and the best contract for the 
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combined hands more readily 
reached. 

* Four-Five Notrump Con¬ 
vention. A method of whole¬ 
sale Ace-showing used in 
approaching Slam bids, pre¬ 
sented for the first time in the 
Culbertson System of 1933. 

Freak hand. A hand in 
which the distribution of 
the cards is unbalanced. See 
Balanced patterns. 

Free hid or response. A 
bid made when an adversary 
has kept the bidding open for 
partner, and which therefore 
implies greater strength than 
would be shown by bidding 
over an intervening oppo¬ 
nent’s pass. 

Free Double. The double 
of a bid which, if made un- 
doublcd, would score game. 

Free Raise. A Raise given 
after an intervening bid by 
an opponent, implying more 
strength than a regulation 
Raise, which might be made 
on shaded strength merely 
to keep the bidding open. 

Game. A score of 100 
mints or more below the 
line for one side, made in one 
or more deals uninterrupted 
by a game score of the op¬ 
ponents. Whenever a side 
scores a game, a line is 
drawn across both scoring 
columns, and both sides start 
afresh scoring toward the next 
game. 

Goulash. A kind of deal ' 
sometimes played (by mutual 


agreement) when a regular 
deal is passed out. Starting 
with the original Dealer, 
the players in turn place 
their sorted hands face down 
on the Dealer’s. The pack 
is then cut but not shuffled, 
and dealt in rotation five 
at a time for two rounds and 
three at a time for the third 
round. Freakish hands com¬ 
monly result. 

Grand Slam. (1) In Auc¬ 
tion Bridge, the winning of 
13 tricks by a side. (2) In 
Contract Bridge, a fulfilled 
contract to take all 13 tricks. 
The premium score, not vul¬ 
nerable, is 1500 points; vul¬ 
nerable, 2250 points. 

Guard. One or more lower 
cards which protect an honor 
or cards which prevent the 
adverse run of a suit. 

Hand. (1) The period ex¬ 
tending from the cut to the 
close of the play. (2) The 
cards held by any player. 
(3) I'he complete distribution 
of cards in the four hands of 
a particular deal. 

Heart. The next to the 
highest ranking suit, repre¬ 
sented by the symbol 

High-Card Trick. A term 
used originally by Mr. Cul¬ 
bertson to denote a trick 
won with an honor. The 
corresponding new term is 
“honor-trick” as distin¬ 
guished from “low-card” or 
“distributional” trick. 

Honors. (1) In scoring 
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honor premiums, the Ace, 
king, Queen, Knave and Ten 
of the trump suit, or the 
four Aces at notrump. (2) 
In the rank of cards, the Ace, 
King, Queen, Knave, Ten 
of any suit. 

Honor-score, The score 
(above the line) which counts 
toward the winning of a rub¬ 
ber, but not toward the win¬ 
ning of any game; the 
premium score. 

*Honor-trick, The pri¬ 
mary unit by which the 
defensive value of a hand is 
estimated. The primary 
honor-trick is the Ace of 
any suit, and other honors 
are given values in accordance 
with their average trick¬ 
taking expectancy against 
any contract. See Table of 
Honor-tricks, page 23. 

Inference, (1) A conclu¬ 
sion drawn from a call made 
by partner or an opponent. 
(2) A deduction as to card 
distribution from the bidding 
or play of a suit. 

^Inferential Forcing bid, 
A bid which, while technically 
not requiring partner to re¬ 
spond, actually demands a 
response through the logic of 
the situation developed in the 
bidding. 

Informatory Double, A 
loose term for a Takeout 
Double. 

^Inhibitory notrump Over- 
call. A notrump Overcall 
of an adverse evening suit 


bid in order to create a false 
impression of the distribution 
of honors, made by Defend¬ 
ing Hand when holding a 
good suit for escape, if 
doubled. 

Initial bid. An Opening 
bid. 

Jack. In American usage, 
the Knave, the fourth highest 
honor. 

Jump bid. A call higher 
than necessary to take out or 
overcall. 

Jump Overcall, A suit bid 
of at least one more than 
necessary, made by the De¬ 
fending Hand. 

Jump Raise. A Raise of 
more than one; a double or 
triple Raise. 

*Jump Takeout. A bid in 
another suit or notrump 
higher than necessary to take 
out, made by a player whose 
side has opened the auction. 

*Jump Trump Rebid. A 
Rebid of a player’s original 
suit, one higher than neces¬ 
sary, made over any Jump 
bid by partner, and showing a 
near-solid six-card or longer 
suit. 

Junior Adversary, The 
player to the right of the 
Declarer, as distinguished 
from the Senior Adversary. 

King. The second highest 
ranking card of a suit. 

Knave. The Jack, the 
fourth highest ranking care 
of a suit. This is the tern: 
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commonly used in England 
and continental Europe, and 
in the author’s writings. 

*Law of Symmetry. Part 
of the modern theory of cards 
developed by the author. 
By applying this law the 
pattern of the hand can fre¬ 
quently be determined with 
great accuracy. '"That fas¬ 
cinating novelty.^ the law of 
symmetry^ is entirely Mr. 
Culbertson s own conception'* 
— R. F. Foster^ Vanity Fair, 
1924, 

Lead. (1) To play the first 
card of a trick. (2) The 
right to play the first card 
of a trick, belonging, for the 
first trick, to the player at 
the Declarer’s left, and, for 
each subsequent trick, to the 
winner of the preceding trick. 

Leader. The first player to 
any trick. 

Little Slam. (1) In Auc¬ 
tion Bridge, the winning of 
12 tricks by one side. (2) 
In Contract Bridge, a ful¬ 
filled contract to take 12 
tricks. The premium score, 
not vulnerable, is 500 points; 
vulnerable, 750 points. 

Long cards. Cards of a 
suit remaining in a player’s 
hand after all other cards of 
the suit have been played. 

Ij)ng suit. Any original 
holding of four or more cards 
in a suit. 

^Long-suit trick. A card 
establishable as a trick win¬ 


ner because of the length of a 
suit. 

Loser. Any card which 
must lose a trick. 

Losing card. A loser. 

Low-card trick. A long- 
suit trick or ruffing-trick 
that may be won with a card 
below an honor in rank. 

Major suit. Either of the 
two higher ranking suits, 
hearts or spades. 

Major tenace. At the be¬ 
ginning of the hand, the 
Ace-Queen of a suit; later 
in the hand, the highest and 
third highest remaining cards 
of a suit, when the second 
highest card is adversely 
held. 

Master card. The highest 
unplayed card of a suit. 

Mental play. The inferred 
placing of cards during the 
auction through calls made 
by partner and opponents; 
a prediction of trick-taking 
ower, provided a particular 
id becomes the contract. 

Minimum response. (1) A 
response to partner’s bid 
which denies greater strength 
than theretofore shown, pro¬ 
vided the player has pre¬ 
viously bid. (2) A response 
to a Forcing bid with the 
necessary number of notrump 
denying the possession of 
certain minimum strength. 
See Negative notrump. 

Minor suit. Either of the 
two lower ranking suits, 
diamonds or clubs. 
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Minor tenace. The second to a bid of one in a suit with 


and fourth highest cards of 
a suit, as K J. 

’^Near-solid suit. A suit 
that contains not more than 
one possible loser, except 
with an extraordinary dis¬ 
tribution. See Jump Trump 
Rebid. 

Negative Double. An oc¬ 
casional term for a Takeout 
Double, 

"^Negative notrump. A 
'Takeout in notrump (mini¬ 
mum) by the Responding 
Hand, made primarily for the 
purpose of permitting the 
Opening hand to bid again, 
and usually denying the pos¬ 
session of any values that 
may be biddable further. 
In its most usual form, the 
negative notrump is a 1'ake- 
out of an Opening suit bid 
of one with “one notrump,” 
denying a sound Raise and 
showing the lack of even a 
Regulation suit 'I'akeout. 

Non-Jump Takeout. Same 
as Regulation I'akeout. 

Notrump. A denomina¬ 
tion contracting to play the 
hand with no trump suit; 
that is, all four suits are 
]>lain suits at a notrump 
contract. 

Not vulnerable. The status 
of a side which has not won a 
game toward the rubber. 

Odd-trick. Each trick won 
or contracted for by the De¬ 
clarer in excess of his book. 

One Over One. A response 


a call of one in a higher rank¬ 
ing suit, which usually re¬ 
quires the Opening bidder to 
bid again if his hand contains 
any Rebid values whatever; 
an essential part of the Cul¬ 
bertson System, used by some 
players of the System as abso¬ 
lutely P'orcing for one round 
of bidding. See Approach 
principle. 

Open hand. 'The Dum¬ 
my’s hand, exposed on the 
table, as distinguished from 
the “closed” hand of the 
Declarer. 

Opening bid. The first bid 
made at any deal (not a 
pass). 

Opening call. The first 
bid or pass made at any deal. 

'^Opening Hand. A term 
used by the writer to desig¬ 
nate the player who makes 
the Opening bid of any deal. 
His partner is called the 
Responding Hand; either of 
his opponents, the Defend¬ 
ing Hand. 

Opening lead. The lead to 
the first trick of any deal, 
always made by the Senior 
Adversary. 

Opponent. An adversary. 

Original bid. An Opening 
bid. 

Overbid. (1) A term used 
by the writer to mean 
a sacrifice bid, or any bid 
higher than justified by the 
bidder’s holding. (2) An 
Overcall. 
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Overcall. (1) Any legal 
bid by the Defending side 
after an opponent has opened 
the auction. (2) To make a 
bid higher than the last pre¬ 
ceding bid. 

Over call in opponents^ bid 
suit. A call in a suit which 
has previously been bid by 
an adversary. See Forcing 
principle, Forcing situation 

(4). 

Over-ruff. To play a 
higher trump than that 
played previously to a trick. 

Overtrick. Each odd-trick 
won by Declarer in excess of 
his contract. 

Pack. A set of fifty-two 
standard playing cards, di¬ 
vided into four suits (spades, 
hearts, diamonds, clubs) of 
thirteen cards each, ranking 
from the Ace down to deuce. 

Part-score. A trick-score 
of less than game (100 
points), counting toward 
game unless the opponents 
meanwhile score a game; 
if, after making a part-score, 
a side does not win the game 
before the opponents make 
a game, the part-score counts 
toward the rubber total 
only. See Game. 

Pass. A call which con¬ 
veys that the player does 
not on that occasion bid, 
double or redouble. 

Pass out. To discard a 
deal passed by all four 
players, no player having 
made an Opening bid. The 


cards are mixed and shufHed, 
and the deal passes to the 
left for the next hand. 

* Pattern. The distribu¬ 
tion of the suits in a par¬ 
ticular hand; the basis of 
the Law of Symmetry. The 
4-3-3-3 is a balanced and 
sterile hand pattern. 

Penalty, (1) An advan¬ 
tage accruing under the 
laws to one side by reason 
of a breach of the laws by 
the other side. (2) Points 
scored above the line by the 
Defending side for setting the 
Declarer’s contract one or 
more tricks. 

* Penalty Double. A 
Double made with the ex¬ 
pectation of defeating the 
adverse (doubled) contract, 
thereby increasing the 
penalty suffered by the con¬ 
tracting side and similarly 
increasing the score for the 
Declarer if he makes his 
contract doubled. 

Penalty equivalent. An ex- 
ected penalty to be made 
y defeating an adverse decla¬ 
ration which is approximately 
equal to or greater than that 
which might be scored at 
one’s own bid. 

Penalty Pass. The pass of 
partner’s Takeout Double, 
showing definitely a certain 
expectation that the ad¬ 
verse (doubled) contract can 
be defeated for a substantial 
penalty, 

Pip. The symbol on a 
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Inlaying card or in printing 
used to designate the suit to 
which a card belongs. The 
four pips are ^ ^ d|t. 

P/ain suit. A suit that is 
not the trumx") suit. 

* Plastic Valuation. A 
method of estimating the 
trick-taking possibilities of a 
hand by visualizing the win¬ 
ners and losers, the probable 
ht with partner’s hand, etc., 
as distinguished from any 
arithmetical and arbitrary 
count. First discussed in 
“Contract Bridge Blue 
Book,” September, 1930. 
See Mental Play. 

Playing card. A standard 
card used in playing Bridge 
and other games. 

* Playing-trick or winner. 
A card or card combination 
which can be counted ux)on 
as a winner, X’>i‘ovided the 
denomination bid becomes 
the contract. Any expected 
trick to be won in the 
play, including honor-tricks, 
long-suit tricks, trump 
tricks, ruffing-tricks, etc. 

Points. The amounts 
scored above or below the 
line for each side. 

Post-mortem. A discus¬ 
sion of the bidding or play 
of a hand after the conclusion 
of the play. 

Pre-emptive bid. An Open¬ 
ing suit bid of three or higher, 
generally implying a hand of 
a rigid type with a wealth 
of playing-tricks, but which 


offers little or no defense 
against an op^xising contract 
at another denomination. 

Preference bid. A bid 
made to show preference for 
one suit over another, when 
partner has bid two suits, as 
distinguished from any bid 
which shows supporting 
strength. 

Premium score. The score 
(above the line) which counts 
toward the winning of a 
rubber, but not toward the 
winning of any game; com¬ 
monly called the honor-score. 

Psychic bid. A bid made 
for iisychological effect, not 
justifiable by the values in 
the hand, but designed to 
mislead the opponents; an 
inhibitory bid; a bluff or 
surprise bid. Any call may 
be psychic, including a 
Double for a Takeout, Re¬ 
double of a Takeout Double 
or a strategic pass. The 
principles of Psychology in 
Bridge were for the first time 
scientifically developed and 
presented by Mr, Culbertson 
in his classic work “Con¬ 
tract Bridge Blue Book” 
published in 1930 and since 
translated into twelve lan¬ 
guages. 

^ueen. The third highest 
ranking card of a suit. 

§uick-trick. The term for 
a trick won with honors, 
estimated according to a 
method of measuring the de¬ 
fensive strength of a hand; 
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first used by the late Wilbur 
C. Whitehead. The corre¬ 
sponding Culbertson term is 
“honor-trick.’* 

Raise, (1) To support 
partner’s bid. (2) ^ An in¬ 
crease of partner’s bid at the 
same denomination by one or 
more odd-tricks. 

RelfU. (1) A second 
(higher) bid at a denomina¬ 
tion the player has named 
before. (2) To make any 
bid on second or later rounds 
of bidding, whether of the 
same denomination as before 
or not. 

Redouble, A call having 
the effect of doubling a 
Double, multiplying the 
doubled f)enalty by two, or 
similarly increasing the De¬ 
clarer’s score if he makes 
his contract redoubled. 
Either opponent of a Doubler 
(but not his partner) may 
redouble a Double, provided 
no intervening bid has been 
made over the Double. 

Re-entry. An entry en¬ 
abling a player to get hack 
into a hand to lead from it to 
the next trick. 

Refuse (obsolete). To fail 
to follow suit. See Re¬ 
nounce. 

Regulation Takeout, A 
simple (non-jump) response 
to an Opening bid, made at 
another denomination. 

Renounce. To fail to fol¬ 
low suit when able to do so; 
the term is now obsolete so 


far as the laws of Contract 
Bridge are concerned. See 
Revoke. 

Rescue. To take out a 
partner whose bid appears 
doomed to defeat, or to bid 
another suit after partner’s 
bid has been doubled. 

^Responding Hand. The 
partner of the player who has 
opened the auction. See 
Opening Hand. 

Response. A call (other 
than a pass) made by the 
Responding Hand, or by the 
partner of a player who has 
made a Forcing bid or a 
Takeout Double. 

Revaluation. Estimating 
in the light of bidding 
information the trick-taking 
value of a hand (which has 
already been bid) in support 
of partner’s Takeout or 
against an adverse contract. 

Revoke, To fail to follow 
suit when able; to fail to 
follow suit or lead as re¬ 
quired by the laws when 
able to do so. 

Rubber. The succession of 
hands ending when one side 
has won two games. The side 
winning two games before 
the opponents win a game 
score a rubber premium of 
700 points above the line; 
the side winning two games 
when their opponents have 
won one game score a 
premium of only 500 points 
above the line. If a rubber 
is not finished, and one side 
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has won a game, that side is 
entitled to a premium of 300 
points. 

Rubber game. The third 
game of a rubber when each 
side has previously won one 
game. 

Ruff. To trump a lead of 
a plain suit, thereby winning 
the trick if no higher trump 
is played. 

Ruffing-trick. An ex¬ 
pected trick to be won by 
ruffing; a short-suit trick. 
Existent only at a suit con¬ 
tract, ruffing-tricks are not 
counted in the hand of the 
player who first names a suit, 
but only by his partner or 
(occasionally) by an ad¬ 
versary. 

*Rule of Eight. An in¬ 
valuable guide in measuring 
the attacking and defensive 
values of the combined 
hands, particularly at no- 
trump. 11 is now universally 
used, following its first ex¬ 
position in “Contract Bridge 
Blue Book,” September, 
1930, as the most accurate 
method of determining the 
balance of honor strength. 
Concisely stated, the Rule of 
Eight is as follows: Of the 
13 tricks in any deal, from 
8 to 8 V 2 will be won with 
honors or honor combina¬ 
tions, the balance with low 
cards. The ratio of taking 
honor-tricks to low-card 
tricks is therefore 8 (some¬ 
times 8 V 2 ) to 5 (sometimes 


4 y 2 ), which is the 8:5 Yard¬ 
stick of tricks. 

*Rule of Two and Three. 
The expectancy of finding 2 
tricks in partner’s hand when 
vulnerable, or 3 tricks when 
not vulnerable. 

Run. To cash all the win¬ 
ning cards of an established 
or solid suit, by playing them 
one after the other. 

Sacrifice bid. A deliberate 
overbid made with the inten¬ 
tion of accepting a “paying 
penalty” rather than per¬ 
mitting the opponents to 
make an apparently sure 
contract. 

Score. The trick-score 
plus the premium score for 
the same side. 

Secondary bid. A bid 
made by a player who has 
previously passed. 

* Semi-forced bid. A bid 
made on shaded values with 
the primary purpose of keep¬ 
ing the bidding open for 
partner, especially in re¬ 
sponding to an Opening bid 
of one, or to partner’s Take¬ 
out of one. 

*Semi-shift bid. An Over¬ 
call in a short and weak suit 
made by a player holding a 
much longer and stronger 
suit. 

*SemUtwo-suiter. A hand 
containing a biddable five- 
card or longer suit as well as 
a biddable four-card suit. 

Senior adversary. I’he 
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player at the left of the 
Declarer. 

Sequence. Two or more 
cards of the same suit in 
consecutive order of rank, as 
KQJ 10 9,AKQ. 

Set. To defeat the con¬ 
tract, giving the Defending 
side a penalty score above the 
line. 

* Shaded biddable suits. 
Suits which do not measure 
up to the standard require¬ 
ments as to honor strength, 
but which should occasionally 
be bid in preference to a less 
desirable call. 

^Shaded Raise. A semi- 
forced Raise. See Semi- 
forced bid. 

Short suit. A suit of three 
cards or less in a player’s 
original holding. 

*Short’’S uit trick. A 
ruffing-trick, counted only 
in the Responding or some¬ 
times the Defending Hand, 
possible at a suit but not at 
a no trump contract, because 
of ability to ruff a card that 
would otherwise be a loser. 

Shuffle. To mix the cards 
preparatory to dealing. 

Shut-out. A Pre-emptive 
bid. 

Side. Two players playing 
as partners. 

Side suit. (1) A suit con¬ 
taining honor or distribu¬ 
tional value and thus support 
for a declaration in some 
other suit. (2) A plain suit. 


Sign-offl. A bid which 
must be interpreted as a 
wish to close the partnership 
contracting at that point. 

Simple Takeout. Same as 
Regulation Takeout. 

Single Raise. A regulation 
(non-jump) Raise, increasing 
partner's bid by only one 
odd-trick. 

Singleton. An original 
holding of one card of a suit. 

Slam. See Little Slam 
and Grand Slam. 

Slam invitation. A Slam 
try. 

Slam try. Any bid that 
implies a desire to play the 
hand at a Slam contract, 
provided sufficient values are 
held and the right contract is 
arrived at. 

Small Slam. See Little 
Slam. 

Solid suit. A suit of such 
length and strength that all 
tricks in that suit are win¬ 
ners. 

SOS Redouble. A Re¬ 
double made to indicate 
weakness rather than 
strength; an imperative re¬ 
quest that partner make 
another bid. 

Spade. The highest rank¬ 
ing suit, represented by the 
symbol 

Still pack. Of the two 
pack^ customarily used in 
playing Bridge, the one 
shuffled while the other is 



Glossary 543 


being dealt, and set aside for 
the next deal. 

Stopper, A card which will 
stop the run of a suit. See 
(xuard. 

Strategic Trouble. A Take¬ 
out Double made for its 
psychological effect on the 
opponents rather than strictly 
for the purpose of showing 
strength. 

* Strategic pass. A pass of 
an opponent’s bid, made with 
a view to letting the op¬ 
ponents reach a contract 
which can be profitably pe¬ 
nalized. 

Strenph-showing bid. Any 
free bid, as distinguished 
from a negative or forced 
response. 

Suit. The thirteen cards 
of a kind; clubs, diamonds, 
hearts or spades. 

Support. To raise. 

Supporting Hand. See Re¬ 
sponding Hand, 

* Supporting-trick. A term 
formerly used by the writer 
to designate all the tricks in 
the Re^nding Hand in sup¬ 
port of partner’s bid. The 
term “playing-trick” or “win¬ 
ner” is now used for expected 
tricks in all situations. 

Surprise bid. See Psychic 
bid. 

^Takeout. A bid at an¬ 
other denomination by one’s 
partner, as distinguished from 
a Raise. 

* Takeout 'Double. A call 


whereby a player, by dou¬ 
bling an adverse bid, requires 
his partner to bid. In the 
Culbertson System, any 
Double of not more than one 
notrump or two in a suit is 
meant for a Takeout, pro¬ 
vided partner has not pre¬ 
viously bid and provided the 
Double is made at the first 
opportunity. 

Tenace. A card with the 
next higher but one, or the 
next lower but one, of the 
same suit; more broadly, any 
combination of cards not in 
sequence in a suit. See 
Major tenace and Minor 
tenace. 

Touching honors. Two or 
more honors in sequence; 
see Sequence. 

Trey. The three-spot; the 
second lowest card of the 
suit. 

Trick. Four cards, one 
from each hand, one being 
led and the other three 
played by each player in 
turn. The highest card of 
the suit led, or (if a trump is 
played) the highest trump 
played to the trick, wins it. 

Trick-score. The score 
(below the line) which counts 
both toward the winning of 
a game and the winning of a 
rubber. 

Triple Raise. A Raise 
which increases partner’s bid 
by three-odd tricks, as jump¬ 
ing partner’s bid of one heart 
to four hearts. 
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* Triple valuation. The 
valuation of the same hand 
in three different ways, as 
follows: (1) at one’s own 
bid; (2) in support of part¬ 
ner’s bid; (3) against an ad¬ 
verse call. 

Trump. (1) To ruff. (2) 
A card of the trump suit. 

Trump suit. The suit 
named in the denomination 
of the contract (except no- 
trump, when there is no 
trump suit). 

Trump trick. A playing- 
trick in the bid (trump) 
suit. 

Two-suiter. A hand con¬ 
taining two biddable suits of 
five or more cards each. 

*Unbalanced distribution. 
A hand containing a single- 
ton or a void, as 4-4-4-1, 
6-5-2-0, etc. 

Under trick. Each trick by 
which the Declarer falls 
short of making his contract, 
scored in penalties above the 
line for the Declarer’s ad¬ 
versaries. 


Void. An original holding 
of no cards of a suit. 

Vulnerable. A term ap¬ 
plied to a side which has won 
a game. A vulnerable side 
runs the risk of incurring 
greater penalties for defeated 
contracts, offset by the possi 
bilities of making greater 
premiums for Slams and 
doubled overtrick;^ than a 
non-vulnerable side. 

*fVinner. A card or card 
combination that may be 
expected to win a trick if the 
partnership secures the con¬ 
tract. See Playing-Trick. 

X. A symbol used to desig¬ 
nate any card, usually below 
a Ten, when the denomina¬ 
tion of the card is of no con¬ 
sequence. 

Yarborough. A hand 
which contains no card higher 
than a nine; a bust. 

^Yardstick (5’:5). A rule 
by which the ratio of taking 
honor-tricks to establishable 
low-card tricks may be ac¬ 
curately determined. See 
Rule of Eight. 


2. Historical Data 

For the student of the origins of modern Bridge 
systems, the following historical data may prove 
of interest: 

every department of the sciences and arts there ap¬ 
pears, once in several generations, a genius who, through sheer 
m.agic of analytical penetration and imagination, revolution- 
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izes ideas and methods, uncovers unsuspected horizons and 
sows discoveries for later generations to harvest. Such a 
genius in the world of cards, and doubtless in any other world 
he might have selected, is Ely Culbertson. Not since the 
time of Hoyle, more than two hundred years ago, has their 
been such a tremendous revolution in the conception of cards 
and of intellectual partnership games as in the last ten years 
since the dramatic appearance of Mr. Culbertson on the scene. 
The history of Auction and Contract Bridge from 1922 to 
1933 is the history of Ely Culbertson’s revolutionary Approach 
System of Auction and Approach-Forcing System of Contract, 
and that in spite of the concurrent experience of such famous 
Bridge authorities as Whitehead, Work, Foster, Lenz and 
Vanderbilt. These ten years are the history of the Revolution 
in Social Pastimes and Leisure. Due to the dramatic genius 
of this Bridge expert, who is abso a scientist, economist, analyst, 
psychologist, playwright and soldier, regarded by many as the 
greatest showman, millions throughout the world have for the 
first time taken up an mtellectualgame as their favorite pastime. 

“Contract Bridge in many countries is called Culbertson^ 
and there is no system of Bridge today which is not basically 
the Culbertson System and no important idea of cards which 
does not reflect his original research. His discoveries in a 
single department of Bridge would suffice to make him famous 
to generations of Bridge players; but he revolutionized prac¬ 
tically every branch of Bridge knowledge; he postulated for 
the first time scientific Bridge psychology and higher strategy 
for experts; even super-experts are not yet ripe for his Law 
of Symmetry; he unraveled the Culbertson modern theory of 
distribution; built a radically new structure of plays and leads 
freeing them from the archaic shackles of Whist. He bril¬ 
liantly continued and profoundly changed the conception of 
honor-tricks, a work begun by the great Whitehead. Finally, 
he made Contract Bridge simple enough for a dub and deep 
beyond the conception of the greatest of players. As a master 
player he is undoubtedly the greatest of them all. Some 
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experts may slightly excel him in the play of the Dummy, 
others in defense play and still others may specialize more than 
he in some narrow field of Bridge technique; but the skill of 
none is so universal in the bidding or playing and so perfectly 
balanced in all departments dealing with technique of play. 

“Mr. Culbertson’s discussions of the driest of subjects read 
like a fascinating mystery story. He has brought thrills and 
romance into a mere card game. 

“All these words would sound like a tremendous exaggera¬ 
tion if applied to any ordinary mortal, but they are if anything 
below the actual facts when applied to this extraordinary 
personality. They must be told in order to express at least 
partly the gratitude that millions of Bridge lovers owe to 
Ely Culbertson for their added hours of enjoyment and for¬ 
getfulness of the humdrum events of daily life .”—Lelia 
Hattersley, author and nationally known Bridge authority. 

“Far beyond the known confines of Auction lies a vast and 
as yet uncharted domain. Few of us have ventured into this 
Ultima Thule of Auction. So far as known, only one, Ely 
Culbertson, has to his credit any actual discoveries .”—Wilbur 
C. Whitehead in “Auction Bridge Magazine,” June, 1925. 

“This matter of Distribution has never been touched upon 
in any of the textbooks of Auction, but I believe it will be the 
key to most of the bidding tactics of the future [referring to 
Mr. Culbertson’s theories].”— R, F. Foster in “Modern Bridge 
Tactics,” 1924. 

.that fascinating novelty is entirely his [Culbertson’s] 
own conception and with which he alone is thoroughly fa¬ 
miliar.”-—/?. F. Foster, 1924. 

“The outstanding feature in the development of modern 
bidding methods has been the admission of four-card suits to 
the category of original bids. 1 know positively that credit 
for the early development of the present system of four-card 
suit bids belongs to one or two leading members of the Knicker- 
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bocker Whist Club and chiefly to Ely Culbertson /’—Wilbur 
C. Whitehead in “Auction Bridge Standards,” 1928. 

“Mr. Ely Culbertson, who besides being one of the most 
skillful players also has a genius for original research, has 
evolved a table of valuation of tricks from these sources, which 
seems as near an approximation of the mental processes of 
expert players as is possible m the mathematical formula.”— 
George Reiih in “The Art of Successful Bidding,” 1928. 

“It v/as Mr. Ely Culbertson, editor of The Bridge World, 
to whom Auction and Contract owe so much, who perfected 
this original two-bid in a suit. He has made of it a command 
or Forcing hid from partner and thus enabling the original 
bidder to rebitl his own hand .”—Madeleine Kerwin in “Vanity 
Fair,” January, 1930. 

“ the auihors of this book have added to the Forcing bids 
previously advocated, Forcing Jump-shifts, used in accordance 
with the brilliant ideas of Mr. Ely Culbertson .”—Milton C. 
Work in “Common Sense Contract Bridge,” May, 1930. 

“Certain principles of the Forcing System developed by Mr. 
and Mrs. Culbertson have been modified to fit the Club Con¬ 
vention .”—Harold Vtinderbih in T he New Contract 

Bridge,” July, 1930. 

“To Ely Culbertson is due the credit of having formulated 
certain reasonable hypotheses which within well defined limits 
are worthy of the title of Theorems, since they are capable of 
being proven true.”— R. V. Shepard^ 1928. 

the modern system of (1) four-card suit bids, (2) 
Approaching or introductory bids, and lastly (3) Forcing bids. 
The chief credit for the introduction and systematic develop¬ 
ment of these bids is due to Mr. Culbertson.”—C. 
Whitehead in “Contract Bridge Standards,” December, 1928. 

“The year 1927 appears to be the most significant date in the 
presentation of the Culbertson System of Contract. It was 
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in this year that Mr. and Mrs. Culbertson prepared a complete 
and comprehensive exposition of their theories and produced 
a set of lesson sheets for the exclusive use of Mr. and Mrs. 
Culbertson’s pupils and associate teachers. They were a 
very small group of pioneers, who believed that Mr. Culbert¬ 
son was on the right track and were willing to stand up for 
theories which at that time were ridiculed by many experts. 

“The original lesson sheets were copyrighted in 1927 and are 
still in existence, and the dates have been identified by thou¬ 
sands of pupils taking this course. 

“Beyond question of doubt, these lesson sheets got into the 
hands of several people who used them in their individual 
expositions of the new principles. These lessons were un¬ 
doubtedly the first complete presentation of the Approach- 
Forcing System of Contract Bridge and embodied most of the 
terms which at that time had been unheard of. 

“Perhaps the most indignant protests have arisen over Mr. 
Culbertson’s comments on the origin of the ‘One over One.’ 
Mr. Culbertson gives credit in the naming of it to his team¬ 
mate, Mr. Theodore A. Lightner. 

“The first article ever to appear on this convention, as far 
as can be ascertained, is one entitled, ‘The Paradox of the 
“Forcing Bid,’’ ’ appearing in the Auction Bridge Magazine 
in December, 1928, by Mr. Ely Culbertson. The article is 
far too long to be quoted. But lo and behold! the first typical 
Forcing situation is listed as follows: 

“ ‘When Declarer opens with a suit bid of one and his partner 
responds with some other suit bid of not more than one.' 

“Mr. Culbertson then details the most exact requirements 
of the ‘One over One’ as in use today. 

“In a later article he discusses it further and declares his 
abandonment of the convention in favor of a natural ‘One over 
One’ response which is only partly Forcing.”— F, Dudley 
Courtenay President of Bridge Headquarters, who with 
Milton C. JVork^ is sponsor of the Official System. 



THE LAWS OF 
CONTRACT BRIDGE 

1932 


As Agreed Upon and Promulgated by 
The Whist Club^ New York; Portland 
Club^ London; Commission Franqaise 
du Bridge, Paris 



COPYRIGHT, 1932 
THE WHIST CLUB, NEW YORK 

All rights reserved 


These Laws were written^ approved and copyrighted by The 
Whist Club^ No. 9 ^ast 62nd Street, New York, and are printed 
in this book with its written permission. 



AMERICAN PREFACE 


The Whist Club, in cooperation with the Portland Club, 
of London, and the Commission Frangaise du Bridge, of Paris, 
has approved and adopted the following Laws and Supple¬ 
ment thereto, applicable to Contract Bridge. 

'Fhe Whist Club promulgated the first laws of Contract 
Bridge for America in 1927, adopting a report of a special 
Committee composed of Harold C. Richard, Chairman, 
Charles P. Cadley, Raymond D. Little, William E. Talcott, 
and Harold S, Vanderbilt. 

In December, 1929, the Portland Club, in an Introduction 
to its Laws of that year, stated that “all Bridge players will 
share the hope that the few outstanding points of difference 
between the American and the British Codes may, in due 
course, be harmonized, so that there may be one Code of 
Laws of Contract Bridge.’' In August, 1930, the Portland 
Club followed up this statement by sending a printed docu¬ 
ment to I'he Whist Club, containing suggestions for a revision 
of Laws, and negotiations, thus inaugurated, have proceeded 
continuously between the committees of The Whist Club and 
the Portland Club until, following an exchange of visits, the 
Code was finally agreed to on October 19, 1932. Early in 
1931, the Commission Frangaise du Bridge joined the negotia¬ 
tions. 

As to matters of terminology, these Committees have tried 
to secure the best word or phrase in each instance, and if it 
should appear that terms are about equally divided between 
those familiar in England and America, that is merely a 
coincidence. 

As to matters of substance, every section, every line and 
every word of previously existing Laws have been weighed 
carefully. These three Committees have cooperated in at¬ 
tempting to do what was best for the game rather than to 
compromise upon any disputed points. 

As to scoring, they have been guided largely by the sug¬ 
gestions of Mr. Vanderbilt. 

In offering The Laws of Contract Bridge of 1932 to the 
players of America, The Whist Club acknowledges, with deep 
appreciation, the active and devoted services of its Com¬ 
mittee on Laws continued throughout this long period of over 
two years. 
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Laws of Contract Bridge 

RESOLUTION 

At a meeting of the Board of Managers of The Whisi 
Club, held on October 19, 1932, the following Laws anc 
Supplement thereto, applicable to Contract Bridge, writter 
by The Whist Club, in cooperation with the Portland Club 
and Commission Frangaise du Bridge, were approved and 
adopted to become effective November first, 1932. 


THE SCOPE OF THE LAWS 

I'he laws are designed to define correct procedure and to 
provide an adequate remedy in all cases where a player 
accidentally, carelessly, or inadvertently disturbs the proper 
course of the game or gains an unintentional, but nevertheless 
unfair, advantage. 

The laws are not designed to prevent dishonorable practices; 
consequently there are no penalties to cover intentional vio¬ 
lations either of the laws of the game or of the principles set 
out in the supplement. It suffices to warn players against 
any of the careless words or acts which transgress those strict 
principles of propriety which all players should observe, for, 
when no penalty is prescribed, the moral obligation of com¬ 
pliance is strongest. Ostracism is the ultimate remedy where 
intentional offenses are repeated. 

The penalties are moderated to a minimum consistent with 
justice, and an offending player should be ready to pay a 
prescribed penalty graciously and cheerfully. 

When these principles are appreciated, arguments are 
avoided and the pleasure which the game offers is materially 
enhanced. 


Adopted by 

American Whist League; National Bridge Association; 
United States Bridge Association; Cavendish Club, New 
York; Crockford’s Club, New York; Knickerbocker Whist 
Club, New York; Manhattan Club, New York; New York 
Bridge Whist Club, New York; Racquet and Tennis Club, 
New York; Union Club, New York; Racquet Club, Phila¬ 
delphia; Racquet Club, St. Louis; Nederlandsche Bridge 
Bond, Holland. 
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Committee on Laws of the Whist Club 

John Godfrey Saxe, Chairman; Walter Beinecke; Leavelle 
McCampbell; Harold C. Richard; Charles M. Schwab, 
ex officio; William E. Talcott; Harold S.Vanderbilt; Milton C. 
Work; Ernest B. Cooper, Secretary. 

The Whist Club expresses its gratitude to the Portland Club 
and the Commission Frangaise du Bridge for the fine and 
friendly cooperation of their respective Committees through¬ 
out these negotiations. 

Card Commitiee of the Portland Club 

A. Carson-Roberts; Captain J. Craige, M.C.; Charles 
Alexander Hill; J. Stanley Holmes. 

Officers of Commission Franchise du Bridge 

M. le Baron de Bussierre, Vresident^ Dclcgue du Jockey 
Club; M. Pierre Bellanger, Secretary General^ Dclcgu6 de 
TAutomobile Club; M. le Marquis de Bonneval, Treasurer^ 
Delegu6 du Ccrcle de L'Union. 

The Whist Club also expresses its appreciation for the 
services of the 

American Cooperating Committee 

Ely Culbertson, Oiairman, U. S. Bridge Association; 
George Gordon Battle, Manhattan Club; Spotswood D. 
Bowers, Union Club; Lee Langdon, New York Bridge Whist 
Club; Ralph J. Leibenderfer, National Bridge Association; 
Theodore A. Lightner, Crockford\s Club; Douglas W. Paige, 
The Racquet and Tennis Club; George Rcith, Knickerbocker 
Whist Club; Gratx M. Scott, Cavendish Club; Frederick 
Charles Thwaites, American Whist League; Waldemar von 
Zedtwitz, American Bridge League. 
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THE LAWS 

fVords between parentheses in the text of the laws are inserted to 
help the reader. They do not form part of^ or affect the meaning 
ofy any provision. 


Part One 
Deitnitions 

i. J'able—T he group of persons entitled to play the game 

at a table provided for the purpose, unless the context 
otherwise requires. 

ii. Member —A person who has acquired title to play at a 

table either immediately or in his turn. 

iii. Plater —One of the four members who for the time 

being are entitled to play. Two play as partners 
against the other two, each pair constituting a side. 

iv. Rotation —The order or succession of the game, which 

is from player to player to the left, in the direction 
taken by the hands of a watch. 

V. To Deal—T o distribute the cards in rotation to the 
players. A deal extends from the cut to the moment 
when the last card has been duly placed on the table. 

vi. The Auction—T he period during which it is open to 

the players to bid in rotation for the contract. 

vii. The Play —The period which begins when the auction 

closes and ends when the number of tricks won by 
each side has been determined, unless the context 
otherwise requires. 

viii. The Hand— The period extending from the cut for the 
deal to the close of the play, unless the context orher^ 
wise requires. 

ix. Call— A comprehensive term applicable to a bid, a 
double, a redouble or a pass. 

X. Denomination— The suit or no-trump named in a bid. 



558 Laws of Contract Bridge 

xi. Bid—A call by which a player offers to contract that 

his side will win at least as many odd tricks {one to 
seven) as his bid specifies, provided the hand is played 
in the denomination he names. 

xii. Double —A call which has the effect of doubling or 

otherwise increasing certain of the points to be won 
or lost in the event of the last preceding bid becoming 
the contract. 

xiii. Redouble —A call which has the effect of doubling the 

points which have been doubled or otherwise increased 
by a double. 

xiv. Pass —A call which conveys that the player does not 

on that occasion bid, double, or redouble. 

XV, Contract —The highest bid made in the auction, 
whether undoubled, doubled, or redoubled. 

xvi. Declarer—T he player on the contracting side who 

first makes a bid of the denomination named in the 
contract. He plays both his own cards and those of 
his partner. 

xvii. Dummy —The declarer’s partner after he has placed his 

cards face up on the table. 

xviii. Trick —Four cards, one from each hand, one being led 
and the other three played in one round of play. 

xix. To Lead —To select and place face up on the table the 
opening card of a trick. 

XX. To Play —To select and place face up on the table one 
of the other cards to be comprised in a trick, unless 
the context otherwise requires. 

xxi. Quhted Trick— A trick which has been gathered and 

turned by a player on the side which has won it and 
from which the hand of the player has been removed. 

xxii. Odd Trick —Each trick won by a side in excess of six. 

xxiii. Overtrick —Each odd trick won by declarer in excess 
of his contract, 

xxiv. Undertrick— Each trick by which declarer falls short 
of his contract. 
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XXV. Trump Suit —The suit, if any, to which a higher trick- 
taking power attaches during the play of a hand. 
Each of its cards is a trump and ranks above any 
card of any other suit. 

xxvi. Exposed Card —During the auction and the play this 
term is restricted to mean: 

(a) any card dropped face up on the table, even though no 
other player can name it; 

(^) any card dropped elsewhere than on the table when the 
offender’s partner sees its face, but not when it is seen 
only by an opponent; 

(c) any card so held by a player that his partner sees any 
portion of its face, but not a card so held that only an 
opponent can see it; 

(^) any card held by a player if he has said anything indi¬ 
cating that he holds it; 

(^) any card dropped face up on the table along with one 
which the player says he intended to lead or to play; 

(/) the last two cards in the hand of an opponent of 
declarer, if, before that opponent has played to the 
twelfth trick, his partner has shown his last card; and 

(s) card which under any provisions in these laws 
may be treated as an exposed card (see laws 43 y 4 ^( 2 ) ^ 
SS{ 2 ),and 56 ). 

xxvii. To Follow Sun'—To play a card of the suit led. 

xxviii. Revoke —See law 55(1). 

xxix. Honor —The ace, king, queen, jack, or ten of a trump 
suit, or each of the four aces at no-trump. 

XXX. Slam —Grand slam—the winning of thirteen tricks by 
one side; little slam—the winning of twelve tricks 
by one side. 

xxxi. Trick Score —^The score which counts both toward 
the winning of a game and the winning of a rubber. 

xxxii. Premium Score —The score which counts toward the 
winning of a rubber but not toward the winning of 
any game. 
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xxxiii. Vulnerable —Exposed to higher penalties for un¬ 
fulfilled contracts. The term is applied to a side 
which has won a game. 

xxxiv. The Rubber —The succession of hands ending when 
one side has won two games. 


Part Two 

Preliminaries to the Rubber 

formation of tables and joining tables 

1. (1) A table has either four, five, or six members. A 
table with six members is complete. 

(2) Any candidate may at any time join a table which is 
not complete by signifying his desire to do so. 

(3) A member of a table may join another table, but no 
one can be a member of more than one table at the same time. 

precedence 

2. In the formation of a table, candidates who have not 
yet played have precedence over those who have played in 
regard to membership and also in regard to title to play in 
the first rubber. As between candidates with equal rights, 
precedence is determined by drawing cards. 

DRAWING cards 

3. (1) When cards are to be drawn one shuffled pack is 
spread face down on the table. Each person entitled to draw 
draws a card from the pack. If anyone exposes more than one 
card or draws one of the four cards at either end of the pack, 
he must draw again. 

(2) Precedence or choice goes to the drawer of the higher 
card. If cards of equal rank are drawn, they rank downward 
in the order—spade, heart, diamond, club. 

selection of players AND PARTNERS FOR FIRST RUBBER 

4. If all members at a newly formed table have equal rights, 
all draw cards. That drawing serves for all purposes in the 
following manner: the four who draw higher cards play in 
the first rubber; the two with higher cards occupy alternate 
seats at the table and play as partners against the other two: 
the one with the highest card deals first. 

If any other case, the four who are to play in the first rubber 
draw for partners and deal. 
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SELECTION OF PLAYERS AND PARTNERS FOR SUCCEEDING RUBBER 

5. At the end of each rubber place must first be made at the 
table for any member who is waiting to play, and, so long as the 
table is not complete, for any candidate who, before a card has 
been drawn for selection of players or partners, announces his 
desire to join the table. 

In the selection, from among those who played the last 
rubber of the two or more who are to continue playing, 
precedence is given to any who have played a less number 
of consecutive rubbers, and, as amongst those with equal 
rights, is determined by drawing cards. 

The four members entitled to play then draw for partners 
and deal. 

CHOICE OF PACKS AND SEATS 

6. The dealer of the first hand of a rubber has the right to 
choose his seat and the pack with which he will deal. He may 
consult his partner, but having announced his decision must 
abide by it. 


Part Three 

The Shuifle, 1'he Cut, and The Deal 

SHUFFLING 

7. (1) After the players are seated at the table for a rubber 
the player on the dealer’s left shuffles the pack which the dealer 
has chosen. Each player has the right to shuffle once. The 
dealer has the right to shuffle last. 

(2) The pack must be shuffled thoroughly in view of all 
players and .so as not to show the face of any card. If the 
last shuffle has not complied fully with these requirements, 
any player before the deal starts may demand a new shuffle. 

(3) During each deal the dealer's partner should collect 
the other cards, shuffle them and place them, as a pack, face 
down on his right, i. e., on the left of the player who will deal 
next; and this pack must then remain there until the next 
dealer takes it up for his deal. 

Cutting 

8, (1) The dealer presents the pack to the player on his 
right who lifts off a portion from the top and places it toward 
the dealer beside the bottom portion. The dealer then 
completes the cut by placing the bottom portion on the top 
portion. 



562 Laws of Contract Bridge 

(2) If any player demands it, there must be a new shuffle 
and cut if— 

(a) the cut is not made by the proper player; or 

(^) the cut has left fewer than four cards in either portion; 
or 

(c) the face of a card is shown in cutting or in completing 
the cut; or 

(d) any player other than the dealer completes the cut; 
or 

(e) there is doubt as to the exact place in which the pack 
was divided, or as to which was the top portion; or 

(/) any player shuffles the cards after the cut; or 

(g) the cut is made before the play of the preceding hand 
has been completed. 

DEALING 

9. (1) Players deal in turn according to the rotation of the 
game. 

(2) The dealer must deal the fifty-two cards into four 
packets, face down, one at a time in rotation, the first card 
being dealt to the player on his left. 

(3) Any player dealing out of turn, or with the opponent’s 
pack, may be stopped before the last card is dealt; otherwise 
the deal stands as if made in turn, and the packs, if changed, 
remain changed, 

(4) A player must not look at any of his cards until the deal 
is completed. 

AN IMPERFECT DEAL 

10. (1) There must be a new deal by the same player with 
the same pack if— 

{a) the dealer omits to have the pack cut and any player 
draws attention to the error before the last card is 
dealt and before he looks at any of his cards; or 

{b) during a deal any card is found to be faced in the 
pack; or 

(c) during a deal a card is in any way exposed on, above, 
or below the table; this is subject to law 38 in any 
case where a player has violated law 9(4); or 
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(d) the cards are not dealt into four packets, one at a time 
in regular rotation, beginning with the player on 
dealer’s left; provided that, if the dealer deals two 
cards at once or consecutively to the same hand, he 
may rectify the error before dealing another card; or 

(e) the last card does not come in its regular order to the 
dealer; or 

(J) a player picks up another player’s hand and looks at 
it; or 

(g) before the play begins, or at any time during the hand, 
a player holds more than the proper number of cards 
and another less; but, if it can be shown that two 
cards have been played to a trick from one hand and 
none from another hand, law 48 applies in place of 
this law. 

(2) If during a hand it is found that the number of cards 
in the pack is incorrect, or that a duplication exists, there 
must be a new deal by the same player with a correct pack, 
but scores made as a result of previous deals are not alfected. 


Part Four 
The Auction 

THE auction and ITS DURATION 

11. (1) When the deal is completed, the dealer must open 
the auction by making a call; and, thereafter, each player in 
rotation must make a call. 

(2) If in the first round of the auction all four players pass, 
the hand is abandoned, and the player whose turn it is to deal 
next deals, using the other pack. 

(3) Otherwise the auction continues until a bid, double, or 
redouble made by one player has been passed by the other 
three players, at which point the auction is closed. 

BIDDING AND OVERBIDDING 

12. Each successive bid must either name a greater number 
of odd tricks than the last preceding bid or an equal number 
of a higher denomination {see law 40 -*-insufficient hid). The 
bids of different denomination rank upward as follows— 
clubs, diamonds, hearts, spades, no-trump. 
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DOUBLING AND REDOUBLING 

13. (1) Any player in his turn may double the last preced¬ 
ing bid, if made by an opponent, or may redouble it if it has 
been doubled by an opponent. He is not required to name 
the bid he is doubling or redoubling. Doubling and redoubling 
affect points to be scored for odd tricks bid and won, for over¬ 
tricks and for undertricks (laws Jo,ji and j 2 ) but not those 
for honors, for slams, or for rubber. They do not affect the 
number of tricks in the bid nor its value for the purpose of the 
auction. 

(2) A bid which has been redoubled may not again be 
doubled or redoubled. 

(3) When a bid has been doubled, or doubled and redoubled, 
any player may in turn make a further bid until the auction 
is closed by three successive passes. 

(4) If in doubling or redoubling a player mentions an in¬ 
correct number of tricks, he is deemed to have doubled or 
redoubled the bid as made. 


PASSING 

14. A player who does not desire to make any other call 
passes. 

THE FINAL BID AND THE DECLARER 

15. The final bid in the auction becomes the contract, and 
if a suit was named in it, that suit becomes the trump suit 
for the hand. The player who secures the contract and his 
partner become the contracting side, and that one of them who 
first made a bid of the denomination named in the contract 
becomes the declarer. 

CORRECTING A MISNOMER 

16. If a call is a misnomer and is shown to be such by the 
player amending it practically in the same breath, it stands as 
corrected. By a misnomer is meant a slip of the tongue and 
not a change of mind. Except in a case provided for by this 
law or by law 40 {insufficient bid) a player may not alter a 
call made by him. 

INFORMATION AS TO CALLS MADE 

17. (1) A player may ask to have previous calls restated— 
{a) during the auction when it is his turn to call, and 

(b) after the auction is closed but before the opening 
lead is made. 
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(2) After the opening lead is made, a player may only 
ask what the contract is and whether, but not by whom, 
it was doubled or redoubled. 


Part Five 
The Play 

OPENING LEAD AND I'HE DUMMY 
18, When the auction is closed, the player on the left of 
declarer leads a card. Declarer’s partner then spreads his 
cards face up in front of him on the table, and declarer plays 
both his own hand and that of his partner who is thereafter 
known as “dummy.” 


dummy’s rights 

19. Dummy may not by act or word suggest any lead or 
play {see law 50 ), or call attention to an opponent’s revoke, 
lead out of turn, or card exposure, or warn the declarer that 
he is about to lead from the wrong hand or tell him, except in 
reply to a question, which hand has the lead {see law 5 /): 
otherwise he has all the rights of a player, subject to the 
provisions of law 55(5) {inquiring as to whether a lead or play 
constitutes a revoke). 

SUBSEQUENT PLAY AND LEADS 

20. (1) After a lead, a card is played from each hand in 
rotation, and the four cards thus played constitute a trick. 

(2) The leader may lead any card. The other three hands 
must follow suit if they can,* but if unable to follow suit 
may play any card. 

(3) A trick containing a trump or trumps is won by the 
hand playing the highest trump. A trick containing no 
trump is won by the hand playing the highest card of the 
suit led. 

(4) The hand winning a trick leads to the next trick. 

LEAD OR PLAY—WHEN COMPLETED 

21. ( 1 ) A card once led or played, or named by a player 
as the card which he proposes to lead or play, cannot be taken 

* A player revokes if^ when able to play or lead as required^ he 
fails to do so {law 5S{i))» 



566 Laws of Contract Bridge 

back except as directed or permitted in these laws {laws 4 ^ 
and 46 ^ leads out of turn; law ^ 9 , missing card found in a 
quitted trick; and law 55(/-^), correcting a revoke), 

(2) A card is deemed to have been led or played— 

{a) by declarer, when a card from his own hand has 
been quitted face up on the table or when he touches 
a card in dummy’s hand; but, if in touching a card 
in dummy’s hand he says “I arrange” or words to 
that effect, or if he is manifestly touching it for some 
other purpose, such touching does not constitute a 
lead or play; 

{b) by an opponent of declarer, when a card has been 
detached from his hand and so placed or held that 
his partner sees any portion of its face. 

GATHERING TRICKS 

22 . Each completed trick must be gathered and turned 
face down on the table by a player of the side winning it and 
is deemed to be quitted when the player’s hand is removed 
from it. The cards of each quitted trick should be kept 
together so that its identity can be readily established, and the 
tricks taken by a side should be arranged together in such 
manner that their number and sequence may be observed. 

TRICK APPROPRIATED BY THE WRONG SIDE 

23. A trick appropriated by the side which did not win it 
may be claimed or conceded at any time before the tricks have 
been put together for shuffling. 

INSPECTING QUITI'ED TRICKS 

24. After a trick has been turned and quitted the cards 
in it may be counted face down, but it may not be again 
turned and inspected before the end of the hand {see law ^j) 
unless— 

{a) there is difference of opinion as to which hand won it; 

{if) it is found to contain an incorrect number of cards; 

{c) it is necessary to turn it in order to substitute a cor¬ 
rected card (law 55 (^)); or; 

{d) a player who fears that he has revoked in it obtains 

E ermission to examine it before he or his partner has 
;d or played to the next trick. An opponent may 



Laws of Contract Bridge 567 

refuse such permission, but in that case his side can- 
not claim the penalty for an established revoke in 
that trick. 

INFORMATION AS TO CARDS PLAYED 

25. During the play of a trick and until it has been quitted 
any player may require the players to specify which cards 
they have played. 


HANDS NOT PLAYED OUT 

26. (1) An opponent of declarer may show any of his re¬ 
maining cards to declarer for the purpose of claiming one or 
more of the remaining tricks, and such cards are not liable to 
be called unless the other opponent sees them. 

(2) If declarer claims or indicates by exposing his remaining 
cards or otherwise that some or all of the remaining tricks are 
his, he must leave his cards face up on the table, and make a 
complete statement as to how he intends to play the rest of the 
hand, including his intention in regard to the order in which 
he proposes to lead or play his cards, in regard to any finesse 
or the trumping of any doubtful winner, and in regard to any 
other material matter {see law 5 ^, He cannot call any cards 
which may have been exposed in consequence of his action, 
nor can his cards be called by an opponent. No exposure of 
cards made in connection with such claim can be treated as 
an act establishing a revoke. Declarer cannot be subjected 
to any revoke penalty for a play made after he has exposed his 
cards. 

(3) If a claim, or a concession, of tricks has been accepted 
and all players have in consequence exposed their cards, no 
player can claim that the play of the hand shall be continued. 
If a side has conceded a trick or tricks which it could not lose 
by any play of the cards, the other side cannot claim such 
trick or tricks. 

(4) When a hand is not played out, the unplayed cards 
may be examined for the purpose of establishing a revoke. 

Part Six 
The Score 

POINTS to be scored 

27. (1) Points are scored in respect of odd tricks and slams 
bid and won, overtricks, undertncks, honors, and rubber. 
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(2) Points scored in respect of odd tricks bicj. and won are 
scored in a trick score; all other points are scored separately 
in a premium score. 

POINTS WHICH WIN GAME 

28. (1) A game is won by the side which, in one or more 
hands, first scores 100 points for odd tricks bid and won. 

(2) The hand in which a side wins a game is played out and 
all points won therein are scored; but no trick score obtained 
by either side in that hand or in any preceding hand can assist 
toward winning the next game. 

VULNERABILITY 

29. The side which wins the first game becomes vulnerable 
for the remainder of the rubber. If the other side wins the 
second game, it also becomes vulnerable for the remainder of 
the rubber. Vulnerability affects the number of points scored 
for doubled overtricks, undertricks, and slams, in the manner 
described in laws 31, 32, and 34. 

TRICK POINTS 

30. If declarer fulfils his contract, his side scores for odd 
tricks bid and won— 

when clubs or diamonds are trumps. .20 points per trick 
when hearts or spades are trumps.... 30 points per trick 
when there are no trumps— 

30 points each for first, third, fifth, 
and seventh odd trick, and 
40 points each for second, fourth, 
and sixth odd trick. 

These points are doubled in the case of a doubled contract, 
and are quadrupled in the case of a redoubled contract. 

OVERTRICK POINTS 

31. If declarer, in addition to fulfilling his contract, wins one 
or more overtricks, his side scores for each overtrick— 

when undoubled, a premium equal to the {additional) 
trick points he would have scored if he had con¬ 
tracted to win the trick, 

when doubled and not vulnerable 100 points, when 
doubled and vulnerable 200 points; both these points 
being doubled in case of a redoubled contract. 
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UNDERTRICK POINTS 

32. If declarer falls to fulfil his contract, his side scores 
nothing for any tricks won by him, and opponents score— 

in not-vulnerable contracts— 

undoubled—50 points for each under trick; 
doubled—100 points for first undertrick, 150 for second, 
200 for third and so on with an increase of 50 in 
each successive penalty; 
redoubled—twice the doubled points; 
in vulnerable contracts— 

undoubled—the same points as in not-vulnerable doubled 
contracts; 

doubled—twice the undoubled points; 
redoubled—twice the doubled points. 

HONOR POINTS 

33. Either side scores for honors as follows: 


if there is a trump suit— 

for 4 honors held in one hand.100 points 

for 5 honors held in one hand .150 points 

if there are no trumps— 

for 4 aces held m one hand .150 points 


SLAM POINTS 

34. If declarer— 

(a) bids and makes a little slam, or having so bid wins 
an overtrick, his .side scores for a little slam, if not 
vulnerable, 500 points; if vulnerable, 750 points; 

(if) bids and makes a grand slam, his side scores, in 
addition to the appropriate little slam premium, if 
not vulnerable, 1,000 points; if vulnerable, 1,500 
points. 

The contracting side, having contracted to make seven odd 
tricks and failed, cannot score a little slam. 

RUBBER POINTS 

35 . (1) The rubber ends when one side has won two games, 
and the winners of the final game add to their score 500 points 
if their opponents have won one game and 700 if their oppo¬ 
nents have not won a game. 
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(2) Where a rubber ends by arrangement before either side 
has won two games, a side which has won one game adds 300 
points to its score. 

THE RESULT OF THE RUBBER 

36. At the end of the rubber the trick and premium score 
of each side is added up; the side with the larger total score 
wins the rubber, and the difference between the two totals 
represents the number of points won. 

CORRECTION OF SCORE 

37. Proven errors are subject to correction as follows— 

(a) in trick score, at any time before the next deal is 
completed, or if the error occurs in the final hand of 
a rubber, at any time before the rubber score has 
been made up and agreed; 

(^) in premium score, at any time before the rubber score 
has been made up and agreed; 

(c) in addition or subtraction, whenever discovered. 


Part Seven 

Infringement of Laws and Penalties 

LOOKING AT CARDS DURING DEAL 

38. If a player looks at any of his cards during a deal (/aw 
p(^)) and in consequence thereof a card is faced before the 
deal is completed, the player on his left, after looking at the 
cards already dealt to him, may elect that, notwithstanding 
the exposure of such card (/aw io(r^ c)), there shall not be 
a new deal. 


CALL OUT OF TURN 

39. (1) If a player makes a call, other than a pass before 
any bid has been made, when it is the turn of his partner or 
of the opponent on his left to call or, except to correct a mis¬ 
nomer (/aw 16 ) or an insufficient bid (/aw 40 )y makes a second 
and different call before the opponent on his left has called, 
that opponent may claim a new deal; and if such player elects 
to allow the deal to stand the out-of-turn call is cancelled 
and the auction proceeds as though it had not been made. 
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(2) If a player makes a call, other than a pass, when it is 
the turn of the opponent on his right to call, the auction re¬ 
verts to that opponent and proceeds as though the out-of-turn 
call had not been made, but the offender’s partner must pass 
when next it is his turn to call. 

(3) If, in either case, the player on the offender’s left has 
called before attention has been drawn to the irregularity, 
the out-of-turn call must be treated as a call made in proper 
sequence. 

INSUFFICIENT BID 

40. (1) If a player bids a number of tricks insufficient to 
overbid the preceding bid (/aw 12 ) and fails to correct his bid 
before attention is drawn to the irregularity by another player, 
he must make his bid sufficient by substituting a higher bid 
of any denomination, and his partner must pass when next 
it is his turn to call. 

(2) Until attention has been drawn to the irregularity or a 
call has been made by the player on his left, the offender may 
correct his bid by raising the number of tricks specified to the 
requisite number of the same denomination. If he does so, 
the bid stands as corrected and there is no penalty. 

(3) If the player on offender’s left makes a call before at¬ 
tention has been drawn to the irregularity, the insufficient bid 
ranks as a sufficient bid. 

CALL AFTER THE AUCTION IS CLOSED 

41. If an opponent of declarer makes a call other than a 
pass after the auction has closed, declarer may call a lead from 
the partner of the offender the first time it is the turn of that 
player to lead.* 


OTHER ILLEGAL CALLS 

42. If a player— 

(a) bids eight or more tricks; 

(^) bids, doubles, or redoubles when debarred by these 
laws from so doing; 

(c) doubles his partner’s bid; 

(d) doubles or redoubles a bid which his partner has 
doubled or redoubled; 

* J player revokes //, when able to play or lead as required^ 
he fails to do so (law 55(/)). 
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(e) names a wrong suit when doubling or redoubling; or 

(/) makes any other call not recognized in these laws and 
and not dealt with in laws 39, 40, or 41; 
the player on the offender’s left may — 

(i) demand a new deal; or 

(ii) disallow the call in which case the offender is deemed 
to have passed; or 

(iii) state that he allows the call to stand in the case of 
(a) or (if). In the case of (a) a bid of eight or more 
tricks is then treated as a bid of seven odd tricks only. 

CARD EXPOSED DURING THE AUCTION 

43. If, after the deal has been completed but before the 
auction is closed, any player exposes— 

(a) a single card of less than honor rank without intent 
to lead, the player who becomes declarer, if he be an 
opponent of the offender, may either— 

(i) treat the card as an exposed card during the play; or 

(ii) prohibit the offender’s partner from making his first 
lead in the suit of that card;’*' 

(if) a single card of honor rank or a lower card with intent 
to lead, or more than one card; the player on his 
left may claim a new deal. 

CARD EXPOSED DURING THE PLAY 

44. ( 1 ) If after the auction is closed an opponent of de¬ 
clarer exposes (see def. xxvi) a card which he is leading or play¬ 
ing, such card, except as otherwise provided in these laws,** 
must be left on the table as an exposed card, and declarer, 
whenever it is the turn of the owner of the card to lead or to 
play, may call that card, i. e., require him to lead or play that 
card, even though it may not have been left on the table. 


* A player revokes if^ when able to play or lead as required^ 
he fails to do so (law 55 (/)). 

** See law 26 ( 1 ) and ( 2 )—hands not played out; law 43 ( 1 )— 
card exposed during auction; law 44 ( 4 )—cards of the contracting 
side; law 4 g(i)—missing card; laws 5 /, and 59 —cases 
where penalty may lapse; and law y 5 ( 2 h)—cards played or led 
after a revoke and before its correction. 
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(2) Declarer cannot forbid the lead or play of an exposed 
card. 

(3) A call to play an exposed card does nor override the 
player’s duty to follow suit, but the card remains an exposed 
card until played and may be called to any later trick. 

(4) No penalty is incurred by declarer or his partner for 
exposing cards after the auction has closed. 

DECLARER LEADING FROM WRONG HAND 

45. If declarer leads from the wrong hand, either opponent 
may require him to lead from the correct hand, and in such a 
case he must, if he can, lead a card of the suit,* but, if an 
opponent plays to the trick before declarer withdraws the 
card wrongly led, the lead from the wrong hand must be treated 
as a correct lead. 


LEAD OUT OF TURN 

46, (1) If declarer leads from either hand when it is an 
opponent’s turn to lead, either opponent may require him to 
take the lead back, but he may not withdraw it unless an 
opponent requires him to do so, 

(2) If an opponent of declarer leads when it is not his turn 
to lead, declarer, before he has played to the trick from either 
hand, may either— 

(i) call a lead of a suit named by him from the offending 
side when first it is an opponent’s turn to lead,* 
and, if it is not an opponent’s turn to lead, treat the 
card led out of turn as an exposed card until it be¬ 
comes an opponent’s turn to lead; or 

(ii) treat the card led out of turn as an exposed card and, 
if the card is still an exposed card when next it is the 
turn of the offender’s partner to lead, may forbid that 
lead to be made in the suit of the exposed card;* or 

(iii) treat the card led out of turn as a card led in turn. 

(3) If a card is played to an out-of-turn lead by the other 
side, the incorrect lead must be treated as a correct lead, 
and, in a case where a card is so played from declarer’s hand 
to an opening lead by the wrong opponent, declarer becomes 
dummy and his partner becomes declarer. 


* yf player revokes ij, when able to play or lead as required^ 
he Jails to do so {law 55W)- 
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(4) If, after an opening lead by the wrong opponent, 
declarer’s partner exposes any of his canls before declarer 
has selected the penalty, the latter may not exact the penalty 
specified in (2 i) above. 

(5) If the opponents of declarer lead simultaneously, the 
correct lead stands anti the card led out of turn is an exposed 
card. 

PREMATURE LEAD OR PLAY 

47. (1) If an opponent of declarer— 

{a) plays to a trick before his partner when in proper 
turn his partner should play before him; or 

(^) leads before his partner has played to the current 
trick; or 

(r) shows any card in his hand to his partner before the 
latter has played to the current trick; 
declarer may require the offender’s partner’*'— 

(i) to play the highest or lowest card he holds in the suit 
led; or 

(ii) to win the trick, by trumping if necessary; or 
" (iii) not to win the trick; or 

(iv) to discard a card of a named suit; 
but no such reciuirement can override the duty to follow suit. 

(2) If declarer, after leading from one hand^ plays from the 
other hand out of turn, fourth hand has the right to play be¬ 
fore second, and no j^enalty can be exacted by declarer. 

PLAYING WITH A SURPLUS CARD 

48. If, during the play of a hand, it is found that a player 
has a surplus card due to omission to play to a trick— 

(a) where the offender has led or played to a later trick, 
declarer or the opponent on declarer’s left, as the 
case may be, may claim a new deal; but this penalty 
may not be enforced against dummy’s hand. 

(/f) where play continues, the offender must forthwith 
remove a card from the redundant hand, and, if 
practicable, the card must be one which he could 
properly have played to the defective trick. 


* /f player revokes ify when able to play or lead as requiredy 
he fails to do so {law 55(/)). 
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PLAYING WITH AN INCOMPLETE HAND 

49. If, after the completion of a deal, it is found that one 
player has less and no player more than the proper number of 
cards, the missing card or cards must, if possible, be found, 
and— 

(a) in the event of failure to find a missing card, or of its 
position when found being such as to show that it 
was not duly dealt to the player, there shall be a new 
deal; 

(<^) in any other event, including the case where a missing 
card is found in a quitted trick or in the other pack, 
the card shall be restored to the player. It cannot be 
treated as an exposed cart], but in determining 
whether the player has revoked it is deemed to have 
been in his hand while it was missing. If a quitted 
trick contains more than four cards and there is 
doubt as to which card was included therein in error, 
the opponents may direct which card is to be restored 
to the deficient hand. 

DUMMY SUGGESTING CARD TO BE PLAYED 

50. If dummy, by touching a card or otherwise, suggests 
the play of a card {law /p), the opponent on dummy’s left 
may require declarer to play or not to play that card, unless 
such play would constitute a revoke. 

DUMMY DRAWING A I’FEN HON FO IRREGULARITIES 

51. (1) If dummy in any way volunteers to tell declarer 
which hand has the lead or warns him not to lead from the 
wrong hand {law /p), the opponent on dummy's left may 
choose the hand from which the lead is to be made. 

(2) If dummy draws attention to any other irregularity to 
which he has no right to draw attention {law /^), declarer can 
exact no penalty for that irregularity. 

DIRECTING partner’s ATTENTION TO POSITION OF TRICK 

52. If dummy or an opponent of declarer, before his partner 
has played to a trick and without being requested to do so, 
directs his partner’s attention to the trick in any way, as by 
saying it is his, by naming his card, or drawing the cards 
toward him, declarer or the opponent on dummy’s left, as 
the case may be, may require the offender’s partner*— 

* A player revokes if, when able to play or lead as required^ 
he fails to do so {law 55(/)). 
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(i) to play the highest or lowest card which he holds in 
the suit led; or 

(ii) to win the trick, by trumping if necessary; or 

(iii) not to win the trick; 

but no such requirement can override the player’s duty to 
follow suit. 


LOOKING AT A Q.U1 TPED TRICK 

53. If a player turns and inspects a quitted trick when not 
authorized by these laws so to do {law 24 )^ declarer or the 
opponent on his left, as the case may be, may select the suit 
from which the offending side is to lead when first it is the turn 
of that side to lead.* 


DECLARER CLAIMING UNCERTAIN TRICKS 

54. If declarer has claimed or indicated that some or all 
of the remaining tricks are his {law 26 { 2 )')^ either opponent may 
require him to play the hand in the way in which he has stated 
that it is his intention to play it, and, if he has not voluntarily 
made a complete statement in regard to his intended play, 
may require him to amplify it and thereafter any matter which 
his statement has left unsettled shall be settled as this opponent 
directs. 


The Revoke 

REVOKES DEFINED AND EXPLAINED** 

55. (1) A player “revokes” if, when able to play or lead as 
required by or under these laws, he fails to do so. A revoke 
may only be corrected “by withdrawing the card wrongly 
played or led,” in which case the relatively mild “penalty if 
revoke corrected” is paid. If the card wrongly played or led 
is not withdrawn before the revoking side leads or plays as 
provided in section (3) of this law, the revoke, except one to the 
twelfth trick, “becomes established” by said lead or play. In 
this case the relatively severe “penalty for an established re¬ 
voke” is paid, provided the “claim for an establi shed revoke” 
has been properly made. 


* A player revokes if, when able to play or lead as required^ 
he fails to do so {law 55(/)). 

* * American edition only. 
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PENALTY IF REVOKE CORRECTED 

(2) If a player revokes and corrects his error by withdraw¬ 
ing the card wrongly played or led before the revoke becomes 
established, he must substitute a correct card, and— 

(a) if the wrong card belongs to— 

(i) an opponent of declarer, the latter may either 
treat it as an exposed card or require the offender 
to lead or play the highest or lowest card he 
holds in the correct suit;* 

(ii) declarer’s own hand, it may be taken up; anti 
the opponent on his left, if he has played to the 
trick after the declarer, may require him to lead 
or play the highest or lowest card he holds in the 
correct suit;* 

(iii) dummy’s hand, there is no penalty, whether the 
revoke is corrected or becomes established; 

(^) a card led or played by the non-offending side in the 
interval between a revoke and its correction may 
be taken back without penalty; but a correct card 
played from the hand of the offender’s partner may 
not be taken back. 

ACTS WHICH ESTABLISH REVOKES 

(3) A revoke in any of the first eleven tricks, which has not 
been corrected by withdrawing the card wrongly played or led, 
becomes established when in right turn or otherwise— 

(a) the offender or his partner leads or plays to the next 
trick, if the revoke was made in playing; 

(If) the offender’s partner plays to the trick, if the revoke 
was made in leading. 

A revoke made in the twelfth trick never becomes es¬ 
tablished. 


INQUIRIES REGARDING POSSIBLE REVOKES 

(4) Any player, subject in the case of dummy to the pro¬ 
visions in (5) of this law, may question any other player as to 
whether his play or lead constitutes a revoke, but a question 

* J player revokes ij, when able to play or lead as required^ 
he fails to do so (law 55(/)). 
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or the answer which should be made thereto, or the fact that u 
player has started a question or an answer, spoken any word 
or made any exclamation or gesture cannot be held to alter 
or postpone the provisions of section (3) of this law. But an 
opponent of the offender, before a revoke is established, may 
demand that a correct card shall be substituted for the re¬ 
voking card. 

(5) Dummy may question only his partner, and, if he does so 
after intentionally seeing any c.ard in any other hand, his 
partner may not withdraw his card. If dummy leaves the 
table without having intentionally seen any card in another 
hand, the opponents may not claim the penalty for an es¬ 
tablished revoke unless one of them has questioned declarer 
before such revoke became established. 

PENALTY IF REVOKE ESTABLISHED 

(6) When a revoke has been established the trick stands as 
played, and, if attention has been drawn to the revoke, two 
tricks won by the revoking side are transferred to the other 
side at the end of the hand.* 

For each subsequent revoke by the same side in the same 
hand which becomes similarly liable to penalty, one trick is so 
transferred. 

Provided always that no transfer shall include any trick won 
before the first revoke occurred, or any trick transferred from 
the other side under this law.** 

(7) Tricks so transferred rank for all scoring purposes as 
tricks won in play by the side receiving them. 

CLAIMING AN ESTABLISHED REVOKE 

(8) If an established revoke has been claimed, with or with¬ 
out reference to a particular suit, the tricks may be inspected 


* There is no penally ij dummy has revoked — law^${ 2 ^ a. Hi). 

In certain cases when a trick., in which an established revoke 
occurred has been won by the non-offending sidcy inexperienced 
players may have difficulty in determining the sequence of tricks. 
In such a case the decision of a majority of the players^ as to the 
number of tricks transferabley shall govern; failing such decision 
the number shall be determined by the non-offending side. 

If the number of tricks subject to transfer is inadequate to pay 
the penaltyy it is satisfied by transferring the number of such 
tricks availabley if any. 
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at the end of the hand to settle the claim, and, if an opponent 
of the claimant mixes the cards after such claim and before 
they have been fully inspected, the claim must be allowed. 

(9) A revoke cannot be claimed after the cut for the next 
deal has been completed or the score of the rubber has been 
agreed. 

PLAYING BEFORE OPPONENT HAS NAMED PENALTY 

56. Jf a player leads or plays before an opponent who is 
entitled to require him to lead or play in a particular way has 
named the penalty, the opponent’s rights are not affected 
thereby, and the card led or played can be treated as an exposed 
card. 


CLAIMING LEAD OF SUIT NOT HELD 

57 . If the player entitled to exact a penalty requires a lead, 
play, or discard of a suit of which the opponent to whom his 
requirement is addressed has none, the penalty lapses. 

CLAIMING UNAUTHORIZED OR DOUBLE PENALTY 

58. (1) If a player claims a penalty to which he is not en¬ 
titled, his side forfeits its right to exact any penalty for the 
irregularity. 

(2) If a player has exacted a penalty or penalties available 
under one law, he cannot exact a penalty for the same offense 
under any other law. 

WRONG PLAYER CLAIMING PENALTY 

59 . If the dummy or the partner of the opponent solely 
entitled to claim a penalty for an irregularity claims a penalty 
or suggests which of alternative penalties is to be claimed, or, 
without being requested to do so, tells his partner what i>cnal- 
ties are available, the right to exact any penalty for that 
irregularity lapses. 

CALLING ATTENTION TO AN IRREGULARITY 

60. Any player, subject as regards dummy to the provisions 
of law 19, may call his partner’s attention to the fact that an 
irregularity has been committed; but this in no way affects 
the condoning of the irregularity by his partner’s call or play 
{see law 39 —call out of turn; law 40 —insufficient bid; and 
laws 4 S and 4 ^leads out of turn). If requested to do so, he 
may also state the law on the subject. 
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MISSTATEMENT OF LAW 

61. If a player, when requested by his partner or an op¬ 
ponent to state the law applying to a case in point, misstates 
the law, and the information so given remains uncorrected 
although there has been ample time for correcting it, no 
penalty can be imposed for any irregularity attributable to 
such misstatement. 


Part Eight 
Special Laws 

These laws shall be in force when no variation or resolution 
to the contrary has been promulgated or agreed upon by the 
players concerned. 

preliminaries to the rubber—additional rules 

62. (1) In the formation of tables, precedence, as amongst 
thovse who have not yet played, shall be governed by the 
order in which they have entered the room; as between those 
who have entered together it shall be determined by drawing 
cards. 

(2) If a member of a table consents to make up another 
table which cannot be formed without him and announces his 
intention of returning to his former table when his place at 
the other table can be filled, his place at the first table shall 
be reserved for him. And, if he does not so retain his member¬ 
ship in the first table, he shall be the last to vacate his seat 
at the other table. 

(3) If a player retires from a table, thereby leaving it with 
less than four members, he shall not be entitled to compete 
against any of the other players for entry into any other 
table. 

(4) If only one table can be formed and there are seven in 
the room desiring to play, the membership of that table shall 
be increased to seven so long as these conditions obtain, and 
three players instead of two shall vacate their seats at the end 
of each rubber. 

(5) At the end of each rubber “table up*’ shall be announced 
for the benefit of any member who may be waiting to play or, 
if the table is not complete, any candidate for membership. 
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PLAYER OBLIGED TO LEAVE 

63. Any player who is obliged to leave a table before the 
rubber is concluded may, with the consent of the other players, 
appoint a substitute. And if such consent be not given or if 
It be impossible to find a substitute, the rubber shall be 
deemed to have ended by arrangement (see law J5(-?)). 

QUESTIONS REGARDING RESULT OF A RUBBER 

64. Any question depending upon the result of a rubber 
shall be decided by reference to the points won and not by 
reference to games won, but it shall be treated as unsettled 
if the rubber is ended by arrangement (/aw 33 ( 2 )), 

CALLING FOR FRESH CARDS 

65. Any player, after a hand has been played and before 
the pack has been cut for the next deal, may call for fresh 
cards at his own expense. He shall call for two new packs of 
which his opponents shall have the choice. But this law shall 
not apply in the case where damaged cards have to be replaced. 


SUPPLEMENT TO THE LAWS 


PROPRIETIES OF THE GAME 

1. The nature of Contract Bridge and the conditions under 
which it is played are such that acts may be so done or words 
so spoken as to disturb the proper course of the game. In 
many cases players fail to appreciate when or how they are 
improperly conveying information to their partners. It is, 
therefore, desirable to warn all those who play the game that 
a player offends against the most important of its proprieties 
if he fails to avoid— 

i. Undue delay in making a call when there is no need to 
consider any other call. 

ii. Calling with special emphasis, inflection, or intonation. 

iii. Varying the formulae used in calling. 

iv. Exceptional haste or reluctance in passing or in doubling. 

V. An unnecessary request for a review of calls already 
made in the auction. 



582 Laws of Contract Bridge 

vi. In any way attracting attention to the score, except 
when necessary to do so for his own information. 

vii. Carelessly passing or playing out of turn. 

viii. Giving by word, manner, or gesture any indication of 
the nature of the hand held. 

ix. Any remark, question, or gesture from which an in¬ 
ference may be drawn. 

X. Calling attention to number of tricks needed to complete 
or defeat the contract or to the fact that it has already 
been fulfilled. 

xi. Giving, during the hand, unauthorized information as 
to any incident of the auction. 

xii. Indicating in any way approval or disapproval of his 
partner’s call or play. 

xiii. Allowing his partner’s hesitation, remark, or manner to 
influence a call or play. 

xiv. An unnecessary request to place the cards played to a 
trick. 

XV. Playing a card with special emphasis. 

xvi. Undue delay in playing to a trick when the play does 
not need consideration. 

xvii. Preparing to gather a trick before all four hands have 
played to it. 

xviii. Detaching a card from his hand before it is his turn to 
lead or play, e. g., a card held ready before partner has 
played to the current trick may indicate a desire to be 
left with the lead; and a card held ready after leading 
a card may inform partner that the card led, though not 
the highest, is a winner, and may be still more informa¬ 
tive when the second lead is from a different suit. 

xix. Volunteering information which should only be given in 
reply to a question. 

2. For other reasons it is necessary to avoid with special 
care— 

i. Tilting cards upwards in the act of dealing or otherwise 
allowing any of them to be seen. This may cast upon 
another player a duty which it is not desirable to impose 
upon him. 
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ii. Using any convention in calling which has not been 
announced. The term “convention"' is here used to 
cover any calling designed to convey an arbitrary or 
artificial meaning or used by a player with the assurance 
that his partner will not accept it in its natural sense. 
Obviously it is necessary that a convention so used 
should be fully understood by the other side and players 
using any conventional call should be ready to reply 
fully to a proper inquiry by an opponent as to its mean¬ 
ing or use. 

iii. Handling or moving the other pack at the end of a hand 
when not the next dealer. 

iv. h^iiling to keep the tricks in correct order and distinct 
from one another or allowing some to be placed on the 
opposite side of the table, 

v. When declarer's partner, inspecting declarer’s hand 
after the auction is closed, or leaving the table to watch 
declarer play the hand. 

3. It is not wrong, except as specially provided in the case 
of dummy, to warn a partner against infringing any rule of 
the game, e. g., against calling, leading, or playing out of turn. 
Nor is it wrong to keep silent in regard to a revoke by one’s own 
side except where it is a revoke in the twelfth trick. 

4. Bystanders or members not playing should not, when 
watching the play at a table, call attention to any irregularity 
or mistake in the auction or play, or to any point of fact or 
law, except when requested to give an opinion. 

5. It is outside the scope of this supplement to refer to dis¬ 
honorable acts,* such as using an undisclosed or secret con¬ 
vention; but, to remove any possible doubt, it is stated here 
that no player should deliberately infringe any law, even when 
prepared to pay the penalty, and that this includes making 
a second revoke to conceal one that has been made accidentally. 


* These include watching the place in the hand from which a 
player is about to draw a cardy and drawing any inference 
therefrom. 
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Lookini? at cards dur¬ 
ing deal, left-hand op¬ 
ponent may demand 
new deal. JLaw 38. 

Call other than pass 
when it is jjartner’s or 
left - hand opponent’s 
turn to hid, L H O. 
may demand new deal 
Law 39 (1). 

Second or different call 
before left-hand oppo¬ 
nent has called, jL H 
O may demand new 
deal. Law 39 (1) (3) 

Call other than pass 
when it is right-hand 
opponent’s turn to hid , 
offender's partner must 
pa'is when next tl ts hts 
turn to call. Law 39 
(2) (3). 

Insufficient bid; must 
make bid sufficient and 
partner must pass when 
next ti ts hts turn to bid. 
Law 40. 

Call other than pass 
after auction has 
closed; declarer may 
call a lead from offend¬ 
er's partner when next 
ft ts hts turn to lead. 
Law 41. 

Bid of eight or more; 
L. H. O may demand 
new deal or disallow call 
or allow call to stand at 
seven. Law 42- 
Bid, double or redouble 
when debarred; L H. 
O may demand new 
deal or disallow call or 
allow call to stand. 
Law 42. 

Double of partner’s 
bid, L. H. O may de¬ 
mand new deal or dis¬ 
allow call. Law 42. 
Double or redouble of 
bid which partner has 
doubled or redoubled; 
L. H. O may demand 
new deal or disallow 
call. Law 42. 


Naming wrong suit 
when doubling or re¬ 
doubling, L. H O 
may demand new deal 
or disallow call. Law 

42 

Any unrecognized call; 
L H O may demand 
new deal or disallow 
call Law 42 
Kx posing card lower 
than ten during auc¬ 
tion, declarer, if oppo¬ 
nent of offender, may 
treat the card as exposed 
and subject to call, or 
prohibit offender's part¬ 
ner from making open¬ 
ing lead in .same suit 
Law 43 

ICxposing card, higher 
than nine, during auc¬ 
tion, L H O. may 
demand new deal Law 

43 

Exposing two or naore 
cards during auction; 
L H O may demand 
new deal Law 43 
Exposing card with in¬ 
tent to lead during 
auction, LUO may 
demand new deal. Law 
43 

Exposing card during 
play, must he left on 
table face up and may 
be called by declarer to 
any subsequent trick. 
Law 44. 

Leading from wrong 
hand by declarer; must 
lead same suit from 
correct hand and failure 
to do so when lead ts in 
declarer's hand consti¬ 
tutes a revoke. Law 45. 

Leading out of turn by 
declarer; may be treated 
as regular or must be 
taken back upon request 
of either opponent. Law 
46. 

Leading out of turn by 
opponent, declarer may 
call lead from opponent 
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whose turn it is to lead 
or call lead when next 
tt ts an opponent's turn 
to lead or treat card so 
led as exposed or allow 
lead to stand, Law 46 
Lead by both oppo¬ 
nents simultaneously, 
correct lead stands and 
card led by partner of 
correct leader ts exposed. 
Law 46- 

Premature lead, play, 
or exposure; declarer 
may requtre offender's 
partner to win the trick 
by trumping if neces¬ 
sary or not to win the 
trick or to play highest 
or lowest card in suit 
led or to discard from 
a named suit. Law 47. 
Surplus card held by 
player other than 
dummy; declarer or 
L H. O. may demand 
new deal if offender has 
played to subsequent 
trick and if deal stands 
offender must remove 
card playable to com¬ 
plete trick. Law 48- 
Playing with incom¬ 
plete hand, if actually 
missing or not duly 
dealt there must be a 
new deal. If located in 
quitted tricks or other 
Pack, card ts restored 
and holder is liable if 
revoke has occurred. 
Law 49. 

Suggesting play by 
dummy; L. H. O. may 
require declarer to play 
the card suggested or not 
to play the card sugges¬ 
ted. Law 50. 

Drawing attention to 
which hand has lead 
by dummy ; L. H. O. 
may choose the leading 
hand. Law 61. 
Warning against in¬ 
correct le^d by dum¬ 
my; L. H. O. may 
choose the leading hand. 
Law 61. 


Drawing attention to 
status of trick by dum¬ 
my or opponent; de¬ 
clarer or L H O may 
require offender's part¬ 
ner to play highest or 
lowest card in suit led 
or to win the trick, by 
trumping if necessary, 
or not to win the trick. 
Law 52. 

Unauthorized looking 
at quitted trick; de¬ 
clarer or L II. O. may 
call a lead when next it 
is turn of offending side 
to lead. Law 63. 

Claiming uncertain 
tricks by declarer; 
either opponent may re¬ 
quire declarer to play 
in manner stated or to 
make statement com¬ 
plete and thereafter 
opponent requiring such 
statement may settle any 
matter left open. Law 
54. 

Revoke corrected by 
opponent, declarer may 
treat card played in 
error as exposed or 
require offender to play 
highest or lowest card of 
suit bid. Law 55. 

Looking at other hands 
intentionally by dum¬ 
my; loss of right to 
question partner about 
rqvoke and established 
revoke if attempt is made 
to exercise such righi. 
Law 55. 

Revoke corrected by 
declarer; L II. O., if 
he has played, may re¬ 
quire declarer to play 
highest or lowest card 
of suit led. Law 65. 

Revoke established; 
two tricks won at revoke 
or after, for the first 
offense. One trick won 
at or after revoke, for 
each subsequent offense. 
I^aw 55. 
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I^eadiiiK or playing be¬ 
fore decision, right to 
decision is not affected 
and card if played by 
opponent of declarer is 
exposed Law 56. 

Claiming lead of suit 
not held, penalty lapses. 

Law 57. 

Claiming unauthorized 
penalty, penalty 
lapses. Law 58 
Wrong player claiming 
penalty or advising 
partner concerning 
penalties applicable; 
penalty lapses Law 
59. 

Irregularities, calling at¬ 
tention to . l^aws 39, 60 

Lead: 

Defined .Def xix 

Opening lead . . . Law 18 

Subsequent leads and 

play.Law 20 


When completed .. 

Law 21 

See Infringements 

Little Slam: 

Defined. 

Def XXX 

Points .... 

Law 34 

Member: 

Defined . 

... Def ii 

Misdeal ... 

Law 10 

Misnomer, correcting 

Law 16 

Misstatement of Law 

. . Law 61 

Odd Trick: 

Defined .. .. . . 

. Def. xxii 

Offenses: See Infringe- 

ments 


Overtrick: 

Defined. 

, .Def xxiii 

Points. 

. . Law 31 

Pack: 

Choice of. 

. . Law 6 

Imperfect. 

. .Law 10 

Partners: 

Defined. 

. . Def. iii 

Selection . 

Laws 4, 5 


Defined.Def. xiv 

Passing.Law 14 

Penalties: See Infringe¬ 
ments and Penalties. Page 584 


Play: vSee Table of Con- 
tent.s, Part Five 


Defined . Def vii 

Play, to: 

Defined .Def. xx 

Player: 

Defined . Def iii 

Selection . . . Laws 4, 5 
Points: vSee Scoring... Page 567 
Procedure: See Table Page 560 
Preface . .Page 551 


Preliminaries to the Rub¬ 
ber: See Parts Two 
and Eight 

Premium Score: 

Defined (see Scoring 

Table) .Def xxxii 

Proprieties of the 

Game . Page 581 

Quitted Trick: 

Defined . Def xxi 

Examining . Law 53 

Redouble: 

Defined . Def xiii 

Redoubling and doub¬ 
ling. Law 13 

Revoke: 

Defined and explained Law 55 
Note. The former ter¬ 
minology of. “Re¬ 
nounce” has been 
changed to “Re¬ 
voke ” "Revoke” 
has been changed to 
“Revoke estab¬ 
lished ” The term 
“Revoke” now in¬ 
cludes offenses for¬ 
merly penalized as 
for a revoke.Law 55 

Rotation: 

Defined.. . Def iv 

Rubber: 

Defined .Def xxxiv 

Points . Law 35 

Result . . . Law 36 

Questions as to result 

of.Law 64 

Score: See Table of Con¬ 
tents, Part Six 

Points to be scored . Law 27 
Trick score, defined, Def. xxxi 
Premium score, 

defined .Def. xxxii 
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Points which win 

game . Law 28 

Vulnerability. Law 29 

Trick points .Law 30 

Overtrick points Law 31 

Undertrick points Law 32 

Honor points.. Law 33 

Slam points . . . Law 34 
Rubber points . Law 35 
Result of Rubber . . Law 36 
Correction of score . . Law 37 

Seats at Table: See 

Table.Page 561 

Shuffle, Cut and Deal: 

See Table of Con¬ 
tents, Part Three 

Shuffling.Law 7 

Side; 

Defined.Def iii 

Slam: 

Defined.Def xxx 

Points. Law 34 

Suit: 

Trump suit, defined . Def. xxv 
Follow suit, de- 

fined.Def xxvii 

Supplement, Proprieties 

of the Game.Page 581 


Table: 

Defined . Def i 

Formation of, prece¬ 
dence, etc . .Laws 1-6, 62 
Player obliged to 

leave .... . ... Law 63 

Trick: 

Defined. Def xviii 

Points ... . Law 30 

Odd trick, defined . . Def. xxii 
Overtrick, defined Def xxiii 
Quitted trick, defined Def xxi 
Undertrick, defined Def xxiv 
Gathering tricks Laws 22, 23 


Inspecting . Law 24 

Drawing partner’s at¬ 
tention to . Law 52 

Examining quitted 

tricks . Law 53 

Trick Score: 

Defined.Def. xxxi 

Trump Suit: 

Defined . Def xxv 

Final bid. Law 15 

Undertrick: 

Defined .Def. xxiv 

Points .Law 32 

Vulnerable: 

Defined.Def. xxxiii 

Score.Law 29 



















GENERAL INDEX 

(For Scoring and Laws see Special Index on page 584) 


Above the line, 627 
Ace, 527 

Ace-showinR, 353, 367, 379, 527 
Adequate trump support, 71, 
183-185, 627 
Adversary, 527 
Adverse suit, 527 
Approach-Forcing System, 136 
See Culbertson System 
Approach Principle, 120-133, 
203, 226, 528 
Approach responses. 187 
Auction, 528, See Laws 
Auction Bridge, 528 
Average distribution, 41, 371 
Average expectancy, 25 

Balance of strength, 28, 528 
Balanced patterns, 528. See 
Distribution 
Balfe, Raymond, 494 
Below the line, 628 
Bid, 528. See Laws 
Biddable suits, 68-72, 528 
—shaded, 70, 113-116 
—table of minimum, 71 
Bidding: 

—defensive, 13 
—language of, 103-106 
—object of scientific, 12-14 
—and playing valuation, 16-32 
—quantity, 62-72 
—to the score, 468, 628 
—valuation, 1-100 
—with users of other systems, 
607-623 

Blank hand, 629 
Blank suit, 529 
Block, 629 

Bluff bids. See P.sychic bids 

Bonus, 629 

Book, 529 

Borderline bid, 629 

Bridge, 529 

Bridge Whist, 529 

Bumstine, David, 618 n. 

—One Over One, 244 
Business Double. See Penalty 
Double 
Bust, 529 


Call, 629 See Laws 
Calling a card, a suit, etc , as a 
penalty, 529 See Laws 
Camouflage bids, 529. See Psy¬ 
chic bids 

Card reading, 25, 629 
Cards, Structure of, 366—367, 
394 

Cash in, 529 
Closed hand, 529 
Club, 529 

Composite hand. Reconstruc¬ 
tion of, 79, 80, 84-95 
Concealing a Slam hand, 503- 
506 

Contract, 530 
Contract Bridge, 630 
Contracting See Auction 
Copeland, Lewis, xiv 
Count (4-3-2-1), 610, 530 
Count (4-5-6). 33, 630 
Count, Distributional See Dis¬ 
tributional Count 
Counting winners or losers, 76- 
84 

Courtenay, F Dudley, 548 
Crockford’s Club, 388 
Cross-ruff, 530 

Cue-bidding. See Ace-showing 
Culbertson, Josephine, xv, 40 n , 
388, 461 n , 503, 533 
Culbertson Penalty Double Rule, 
349 

Culbertson Slam Method, See 
Four-Five Notrump Conven¬ 
tion 

Culbertson System, vii, x, xii, 
xiii, xvi, 630. See Approach- 
Forcing System 
Cut, 530. See Laws 

Deal, 530 See Laws 
Dealer, 631. See Laws 
Declaration, 631 
Declarer, 631 

Defending Hand, 286-362, 531: 
—Valuation of, 60 
Defensive. 

—bidding, 13. See Defending 
Hand 
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--<jne-bids. 108^111, 240 
—Overcalls. See Overcalls 
—play, 404 n. 

—trick, 531 See Honor-trick 

Denial bids, 186, 531 

Denomination, 531 

Deny, 531 

Deuce, 531 

Diamond, 531 

Discard, 531 

Distribution, 41, 91, 188 n , 391- 
441 

—and higher strategy, 391-441 
“—balanced and unbalanced, 398, 
410-413, 416-418, 644 
—concealing, 602 
—hand, 406-408 
—patterns of, 397-399 
—suit, 401-403 
—table of types of, 399 
Distributional Count, 40-61, 
531 

—and Plastic Valuation, 75-78, 
81 

Distributional values, 393-408, 
531 

—and honor-tricks, 394-396 
Double, 632. See Penalty Dou¬ 
ble; Takeout Double 
Double Jump, 632 
Double Raise, 532, See Raises 
Doubler, 532 
Doubleton, 532. 

—value of See Ruffing-trick 

Draw, 532. See Laws 
Dummy, 532 See Laws 
Duplicate, 632 
Duplication 
—of bids, 61 
—of values, 371 

Economy, 226, 405 
Plight, Rule of. See Rule of 
Eight 

Elimination of losers, 77-85, 90 
El well, J B., 519 
Entry, 632 
Equity value: 

—in game bonus, 8 
—in rubber bonus, 5 
Escape suit, 472-474, 483, 532 
Established suit, 632 
Ethics: 

—and etiquette. See Laws 
—of surprise bids, 469 
Exhaust, 532 

Fabian tactics, 289 
Fallacy: 

—an ancient, 276 


—the greate.st in Bridge history 
244-249 

—of ‘'notrump comes first,” 
124-133 

P'incsse, 22 n., 632 
—Slams dependent on, 357-360 
Pjts and misfit.s, 430 -435 
Five-bids. See Pre-emptive 
bids 

Flag-flying, 10 
Following suit, 632 
Force, 532 

P'orcing bids, 532 See Forcing 
Principle, P'orcing situations 
Forcing notrump Overcalls, 173, 
374 n 

Forcing notrump Takeouts See 
P'our-Five Notrump Conven¬ 
tion 

Forcing Pass, 171, 533 
Forcing Principle, 133-135, 100, 
195 n , 533 

Forcing Rebids, 162-164, 103. 

533 See Jump Trump Rebid 
Forcing situations, 160^-174 
—game, 161 171 
—post-game, 172-174 
P'orcing suit Takeouts, 161, 193- 
202, 258-260, 266: 

-- re.sponses to, 198-201 
—with a three-card suit, 198 
Forcing Sy.stem. See Culbert¬ 
son System 

Forcing two-bids, 138-161: 

—minimum requirements for, 
139-149 

—and notrump Takeouts, 216- 
217, 268-276 

—with a part-score, 149-151 
—and Raises, 217, 277-279 
—and suit Takeouts, 218, 279 
Foster, Robert F., xiv, 122, 546 
Four-bids* 

—major See Pre-emptive bids 
—minor. See Opening suit bids 
Four-card suits, 70, 113, 115, 
420, 452, 633 

—biddable See Biddable suits 
—choosing between two, 116 
—and Slam bidding, 362 
Four-Five Notrump Conven¬ 
tion, 174, 191, 216, 276, 374- 
390, 534* 

—examples of, 377, 381-390 

—after a Forcing two-bid, 373 

—responses to, 375 

Fourth Hand bids, 110-112, 241 

Freaks, 371. 423, 634 

Free: 

—bids, 219-221, 534 
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—Double, 534 
—Raise, 534 
Pry, Samuel, Jr., xiv 
Game, 534* 

- -choosing between penalty 
equivalents and, 0--12 

—mathematical point value of. 7 

- as second object of Ijidding, 13 
Game-P'orcing situations, 161- 

171 

Glossary, 527-544 
Gottlieb, Michael, xiv, 404 
Goulash, 504 n , 534 
Grand Slam, 534. See Slam 
bidding 

Gregg, Percy, 494 
Guard. 534 

Half-trick, 22 
Hand, 534 

Hand Distribution. See Dis¬ 
tribution 

Hattersley, Delia, xiv, 544-546 
Heart, 634 

High-card trick, 509, 534. See 
Honor-tricks 

Higher strategy, 392-441 
Historical origin of 
—Approach iMnciple, 122 n., 
226 n 

—Culbertson principles, 544-548 

- Distributional Count, 40 n 
—Forcing notrump Overcall, 173 
—Forcing Principle, 195 n 

—four-card suit bids, 420, 533 
—Law of vSyminetry, 536 
—One Over One, 222 n , 223, 
230, 518 

—theory of distributions, 188 n 
Honors, 365, 367, 534 
—defense value of, 19-21 
—finesse value of, 21—23 
—and long cards, 403-405 
—trick value of. See Honor- 
tricks 

Honor-score, 535 
Honor-tricks, 18-32, 535: 

—and contract expectancy, 30 
—and distributional values, 394- 
396 

—Culbertson standard table of, 
23, 31 

—Official System. See High- 
card tricks 

—why 2 Vz for Opening one-bids, 
26 

—required for biddable suit, 
69-72 

—required for Opening notrump 
bids, 136, 151-153 


—required for Opening suit 
bids, 107-116, 138-142, 153 
156 

—required for notrump Raises, 

37, 152 

—required for notrump Take¬ 
outs, 34-37. 268-277 
—required for suit Raises, 56 
63, 217 

—required for suit Takeouts, 

38, 197, 202, 279 

—required for Overcalls, 164, 
299, 304 

—required for Rebids, 162 
—required for Takeout Double, 
317-319 

—required for Responses to 
Takeout Double, 324 
—required for bids under op 
ponent’s Takeout Double, 332, 
335, 336 

—re<iuired for bids under op¬ 
ponent’s Redouble of Takeout 
Double, 340 

—required for Slam bidding, 368 
Howell Game, 130 w 
Huske, William J , xiv, 173 n. 
Hymes, Edward, 173 n 


Index to Laws, 584 588 
Inferences, 535: 

—direct and indirect, 104-106, 
372-374 
—game, 214 

—language of, in the Responding 
Hand, 250-285 
—near-game, 213 
—no-game, 213 
—Slam, 214, 367-374 
Inferential Forcing bids, 167- 
171, 535 

—with non-biddable suit, 170 
Informatory Double, 535. See 
Takeout Double 
Inhibitory notrump Overcall, 
473, 481-484, 535 
—defense against, 484 
Initial bids See Opening bids. 


Jack. 535 

Jacoby, Oswald, xiv, 173 w. 
Jones, Drummond, 494 
Jones, Ellis, 520 
Jump bid, 535 

Jump Overcalls, 296 n., 303- 
305, 535 

Jump Raise, 535. See Suit Raise 
Jump Takeouts (not Forcing), 
193, 205, 235, 535 
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—Forcing. See Forcing Take¬ 
outs 

Jump Trump Rebids, 199, 206, 
267, 364, 535 
Junior Adversary, 535 


Kerwin, Madeleine, 244, 240, 
518 n , 547 
King, 535 
Knave, 535 


Law of Symmetry. See Sym¬ 
metry, Law of 

Laws of Contract Bridge, 649- 
583 

—Index to, 584-688 
Lead, 536 See Laws 
Leader, 536 
Lenr, Sidney, 156, 520 
Lightner, Theodore A , xiv, 96- 
09. 223, 518 n , 621 
I.ittle Slam, v536 See Slam bid¬ 
ding 

Long cards, 400, 636: 

— and honors. 403- 405 
Long suits, 401-403, 536 
Long-suit tricks, 17, 41-45, 48, 

366, 395, 401-405, 410-413, 
536 

— in Opening Hand, 43 
—in Responding Hand, 48 
Lo.ser, 636. See Counting win¬ 
ners or losers. Elimination of 
losers 

Low-card tricks, 396, 636. See 
Long-suit tricks; Ruffing-tricks 


Major suit, 636 
Major tenace, 536 
Master card, 536 
Mathematical realities back of 
the score sheet, 4-12 
Mathematics of Slam bidding, 
355-360 

Mattheys, John, 494 
McCampbell, Bryant, 447 «., 
494 

McPheeters, Tom, 494 
Mental play, 15-17, 75, 76 n. 
Military analogy of Bridge, 17 n , 
76 n , 108, 424, 446 
Minimum: 

—bedrock, 112, 116, 190, 232 
—biddable suits. See Biddable 
suits 

—response, 636 
Minor suit, 636 
Minor tenace, 537 


Near-solid suit, 72, 537 See 
Jump Trump Kebid 
Negative Double, 537. 

Negative notrunip, 537 vSee 

Notrump Takeouts 
Non-Jump Takeouts. See Regu¬ 
lation Takeouts 
Notrump, 537. 

—complex, 413-416 
-—Opening. See Opening no- 
trump bids 

—structure of bids at, 409 
—Raises, 37 

—Takeouts. See Notrump Take¬ 
outs 

—Overcalls See Overcalls, 

Forcing Notrump Overcalls, 
Inhibitory Notrump Overcalls 
—valuation in Culbertson Sys¬ 
tem, 33-39 

—valuation in Official System, 
510 

Notrump Takeouts: 

—not Forcing, 34-37, 187-191, 
211, 260-264 

—of Forcing two-bids, 215-217, 
268-277 

—Forcii^ See Four-Five No¬ 

trump Convention 
Not vulnerable, 537: 

—bidding requirements. See 

various bids 

Odd-trick, 537 

Official System, 226, 609—516 
One-bids. See Opening suit 
bids, Opening notrump bids 
One club bid, Vanderbilt, 617 
One Over One, 121, 202, 222- 
249, 256, 537; 

—origin of name, 222 
—Forcing. 227-230, 236-249 
—^part-Fordng, 227-236, 239, 

242, 244-249 
—systems, 618-623 
Open hand, 537 

Opening bid, 637. See Open¬ 
ing notrump bids; Opening 
suit bids 

Opening call, 637 
Opening Hand, 107-137, 637 
—bidding valuation of, 43-46 
—^scale of Rebids in, 60-^6 
—^revaluation of, 66 
Opening lead, 637 
Opening notrump bids: 

—^ one, 136 
—of two, 128 w., 161 
—of three, 163 

—choosing between Opening 
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suit and, 120-13.'^ 

—suit Takeouts of, 38, 264-267, 
Opening suit bids* 

—of one, 107 120, 240 n , 354, 
497 ^ 

—of two. See Forcing two-bids 
—of three maior and four minor, 
153-156 

—of four major and five minor 
See Pre-emptive bids 
—choosing betw'een Opening 
notrurap and, 120-133 
Opponent, 537 

Opponents' suit See Overcalls 
in opponents’ suit 
Original bids. See Opening bids 
"Out” suit See E.soape suit 
Overbids, 10—12, 14, 64, 637 
—Pre-emptive, 156-159 
Overcalls. 118 « . 286-305, 435- 
441, 538 

—examples of, 300- 303 
—Forcing See Forcing no- 
trump Ovei calls 
—Jump See Jump Overcalls 
—minimum requirements for, 
298-303 

—in opponents’ suit, 164-167, 
342-347, 538 
—Raises of. 294-296, 305 
Over-ruff, 538 
Overtnck, 538 

Pack, 538 See Laws 
Paige, Douglas, 388 
Partner's; 

—errors. 466-468 
—intelligence, 456-463 
—psychology, 87 
—system, 450--466 
—temperament and morale, 
464-468 

Partnership Language, 101-390 
Partnership psychology, 449- 
468: 

—a problem in, 461-463 
Part-score, .538- 

—mathematical point value of, 8 
—two-bids with a, 149—161 
—shut-out bids with a, 151 
Pass, 112, 177-182, 215, 287- 
289, 435-441. 638. 

—Forcing, 171 

—greatest in Bridge hi-story, 95- 
99 

—Penalty, 178 w., 328-331. 339 
—for a swing, 474-477, 479 
—for a trap after a Forcing bid, 
499 

—under a Redouble, 339-341 


—under a Takeout Double, 336 
Pass out, 538 

Patterns of distribution, 397- 
399, 538: 

—individual hand, 419-424 
—value of unbalanced, 416 
—value of balanced, 417 
—4-4-3-2, 419 
—5-4-2-2. 421 
—5-3-3-2. 421 
—4-3-3 3, 421 
—4-4-4-1, 423 
—5-4-3-1, 422 
—6-4-2 1, 423 
—6-3~2-2, 421 
Penalties, 12, 538 
Penalty Double, 9-12, 14, SOT- 
SIS, 348-352. 538 
—of adverse notrump bids, 351 
—camouflage, 489 
—Culbertson rule for a, 349 
—distinguishing between a 

Takeout and a, 310-315 
—procedure after partner has 
made a, 350 

Penalty equivalents, 12, 638- 
—choosing between a game and, 
9—12 

Penalty Pass, 178 n , 328, 339- 
341, 538. 

—vs Psychics, 330-331 
Pip, 538 
Plain suit, 539 

Plastic Valuation, 64 n , 73— 
100, 370. 539. 

—and Di.stributional Count, 76 
—of a suit, 82 
Playing card, 639 
Playing-tricks, 15 n , 40-51, 539. 
—in Opening Hand, 43-45, 67, 
154-158 

—in Responding Hand, 45—49 
—^in combined hands, 52 
—required for Overcalls, 299, 
304 

—required for Raises, 63—60, 
159, 281-284, 294-296 
—required for Rebids, 60-66 
—required for Jump Takeouts, 
205, 235 
Plus Values, 24 
Points, 3, 539 
Post-mortem, 539 
Pre-emptive bids, 156-169, 282- 
286, 639: 

—with a part-score, 151 
—responses to, 282-285 
—after a Takeout Double, 336 
—^trapping opponents with, 600 
Preference bid, 184, 539 
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Premium score, 539. vSee Laws 
Prendergast, D., 494 
Probable tricks, 15, 22 
Psychic • 

—bids, 165, 309, 330, 474, 530 
—Redouble, 338, 484, 491 
—when to expect a, 492-4941 
Psychology, Bridge, 443-505 

Quality, 365: 

—inferences to show, 105 
Quantity, 366. 

—inferences to show, 105 
Quantity bidding, 62-72 
Queen, 539 

Quick-trick, 539. See Honor- 
trick 


Raises, 540: 

—Notrump. See Notrump 
Raises 

—Suit. See Suit Raises 
—Shift. See Shift Raises 
—Shaded See Shaded Raises 
Rebids, 53-65, 60-64, 263, 549 - 
—Forcing. See Forcing Rebids 
—Jump. See Jump Trump Re¬ 
bids 

—when partner passes, 64 
—when partner supports, 63 
—shaded, 60 

—table of minimum trump suit 
requirements for, 71 
Redouble, 640: 

—bidding under opponent’s, 
337-341, 458 
—psychic, 338 

—S O S, See SOS Redouble 
—of a Takeout Double, 332-335 
Re-entries, 409, 540 
Refuse, 640 

Regulation Takeouts, 202-205, 
256, 264, 540 

Reith, George, 618 w , 647: 

—One Over One, 244 
Remainders, 400 
Renounce, 640 

Reopening the bidding, 168-170 
Rescue bids, 178, 186, 207-210, 
232, 267, 640, See Sign-off 
bids 

Responding Hand, 175-221, 
260-286, 640: 

—bidding valuation of, 46-49 ^ 
—the language of inferences in 
the, 260-286 
Response, 540 
Revaluation, 24, 640: « 

—of the Opening hand, 66 


Revoke, 640. See Laws 
Reward and Punishment, 3-14 
Rubber, 6-7, 9, 540: 

—bonus, 5-7 
—game, .541. See Game 
Ruff, 641 

Rufling-tricks, 17, 46-49, 395, 
406-408, 412, 641 
Rule of Eight, 27 32, 351, 541. 
—in Slam bids, 369 
Rule of Two and Three, 65. 

289-294, 541 
Run, 541 


Sacrifice bids, 541 
Score, 541 See Laws 
Scoring, table of, 599 
Scoring, Theory of probabilities 
in, 5-7 

Secondary bids, 541 
Semi-forced bids, 219—221 
Semi-Forcing two notrump, 35, 
189-191 

Semi-psychic bids, 110 
Semi-shift bid, 486 
Semi-two-suiter, 541 
Senior Adversary, 541 
Sequence, 542 
Set, 642 

Shaded RaivSe, 56 

Shaded biddable suits, 542. 

See Biddable suits 
Shepard, E V , 647 
Shift bid, 490 
Shift Raises, 486-489 
Short suit, 542 

Short-suit trick, 642. See Ruf- 
fing-tricks 

Shuffle, 509 n , 542. See Laws 
Shut-out bids. See Pre-emp¬ 
tive bids 
Side, 642 
Side suit, 542 

Sign-off bids, 207-210, 267, 

426-430, 642- 

—after a Forcing notrump Take¬ 
out, 376, 376 
Silz One Over One, 244 
Simple Takeouts. See Regula¬ 
tion Takeouts 
Simplification, 457-460 
Sims, P. Hal, 144 n , 244, 248 
Sims-Kerwin One Over One, 244, 
248 

Single Raise, 542. See Suit 
Raises 

Singleton, 542* 

—value of. See Ruffing-tncks 
Slam, 642 
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Slam bidding, 191, 216, 363- 
390. 

—choosing between trump and 
notrump vSlams, 361 363 
—dependent on a finesse, 367- 
360 

mathematics of, 366-360 
—notrump, 360-363 

— trumj), 360- 364 
Slam invitation, 373, 542 
Slam premiums, 366 
Slam try, 191, 542 
Small Slam, 542 

Solid suit, 542 

SOS Redouble, 341, 458, 642 
Spade. 642 
Still pack, 642 
“Stop” bids, 159 
Stoppers, 409, 543 
Strategic Double, 543 
Strategic Pass, 543 
vStrength-showing bid, 543 
Suit. 543 

Suit bids. See Opening suit 
bids. Suit Raises, Rebids; 
Suit Takeouts, Overcalls. 

—structure of, 410-413 
Suit distribution. See DivStribu- 
tion 

Su.t placing, 25 

Suit Raises, 63-60, 88—94, 182— 
185, 251-256. 

-single, 66-58, 88, 261-253, 
642 

— double, 68, 89-92, 253, 632 
—game, 58—60, 92, 254 

— secondary, 56, 255 

—how to choose between Take¬ 
outs and, 207 

—table of minimum trump re¬ 
quirements for, 71 
—of Forcing two-bids, 217, 277- 
279 

—in Slam bidding, 265 
—shut-out, 256 

—of Defensive Overcalls, Pre¬ 
emptive and Secondar3' bids, 
294- 296, 305 

—of major three- and minor 
four-bids, 1,64, 280-282 
—of major four- and minor 
five-bids. 159, 282-286 
—after a Takeout Double, 336 
Suit Rebids. See Rebids 
Suit Takeouts, 192-210, 256- 
260* 

—choosing between Raises and, 
207 


—of Forcing two-bids, 217-219, 
279 

—of one notruinp, 38-39, 264- 
268 

—Forcing See F'orcing Suit 
Takeouts 

—Regulation. See Regulation 
Suit Takeouts 

—Jump See Jump Takeouts 

Suits, biddable. See Biddable 
suits 

Support, 543. See Adequate 
trump support 

Supporting-trick, 643. See 
Playing-tricks 

Surprise bids, 478-494, 643: 

—to conceal strength, 495 
—to conceal weakness, 478 
Surprise tactics. 

—against opponents, 469-477 
—defense against, 492-494 
—partner’s procedure in, 491 
Symmetry, Law of, 83, 91 n , 
393 « , 419, 536 
System, partner’s, 450-456 
Systems, bidding with users of 
other, 609-523 


Takeout Double, 165, 297, 306- 
341, 439, 643. 

—brilliant response to, 326-328 
—bidding under an opponent’s, 
331-337 

—concealing strength after an 
opponent’s, 499 

—di.stinguishing between a 

Penalty and. 310^315 
—minimum requirements for, 
316-319 

—responses to, 319-328 
Takeouts, 185-219, 643., 

—Forcing. See Forcing Suit 
Takeouts; P'orcing Notrump 
Takeouts 

—Jump (non-Forcing). See 
Jump Takeouts 

—Notrump, See Notrurap 
Takeouts 

—Regulation. See Regulation 
Takeouts 

—Suit. See Suit Takeouts 
Tenaces, 543 
—bidding with, 125-128 
Third Hand bids, 110 
Three-bids. See Opening suit 
bids. Opening notrump bids 
Time Factor, 366, 409, 434 
Touching honors, 643 
“Trap bids,” 109-111. 310 
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Trey, 643 

Trick bids, 478-494: 

—aggressive, to conceal weak¬ 
ness, 489-489 

Tricks, 3, 17, 543. See Honor- 
tricks, Long-Suit Tricks; Ruf- 
fing-tricks: 

—value of average hand in, 25 
Trick-score, 543. See Laws 
Triple valuation of the same 
hand, 50, 544 
Trump, 544 

Trump suit, 544. See Biddable 
suits. 

—-choosing, in Slam bidding, 
363 

—value in Opening Hand, 43-45 
—value in Responding Hand, 
46-49 

Trump support, adequate See 
Adequate trump support 
Trump trick, 544 
"Trump Trick’’ Rule, 348 
Two and Three, Rule of. See 
Rule of Two and Three 
Two-bids: 

—Culbertson. See Forcing 
two-bids; Opening iiotrump 
bids 

-•-Official. 511-616 
Two club bid. Official, 513-516 
Two diamond bid, Official, 515 
Two-suiters and .semi-two- 
suiters, 116-120, 544 
"Two Trick" Rule. 348 

"Unaverage expectancy," 419 
Unbalanced distribution, 644. 
See Distribution 


Undertrick, 644 

Unemployment of bids, 144-"1.4’7 

Valuation, 1-100. See Bidding 
and Playing Valuation, 
tributional Count; Notriinip 
valuation, Plastic Valuation; 
Revaluation; Triple valuation 
Vanderbilt, Harold S , xiv, 4^, 
504, 516, 618, 620, 547 
Vanderbilt Club bid, 483 
Vanderbilt vSystera, 224, 

487, 516-618 * 

Void, 544: 

—value of. See Ruffing-tricfcii 
Vulnerable, 544 

—bidding requirements See 
various bids 

Watson, Louis H., xiv, 173 n. 
Whitehead, Wilbur C , adv, 
122, 546, 647 

Winners, 16, 544. See Covull^ 
ing winners or losers; Playing'* 

Work, Milton C , xiv, 62®» 
630. 547, 548 

X, 23 n, 544. 

Yarborough, 644 
Yardstick (8.5) of tricks, 29-3111;^ 
644 

Zedtwitz, Waldemar von, xiv 

Note' For vSeoring ajad Laii»$» 
see special Index of Laws, paff 
684. 



CONTRACT BRIDGE SCORING 

Effective November 1, 1932 

Suits 

♦ 0^4 

20 . 20 . 30 30 

Notrump 

1st, 3d, 5 th, 7th 2d,4th,6th 
30 40 

Rubber Premium: If made m 2 games, 700; if made in 3 g^tmes, 
500; if unfinished, winner of one game 300. 
p, NOT 

Mams VULNERABLE VULNERABLE 


Little Si am. 500 750 

Grand Slam. 1500 2250 


Trkk-Score: Each trick over 6 

(If doublefl, multiply values jtL-en 
by 2, if redoubled, multiply values 
given by 4 ) 


Overtrkks vulnejlable vulnerable 

Undoublcd, each. Trick Value Trick Value 

Doubled, each . 100 200 

Redoubled, each. 200 400 

No premium for making contract, doubled or redoubled. 

Penalties for Undertricks 

NOT vulnerable VULNERABLE 



Undoubled 

Doubled 

Undoubled 

Doubled 

1 Down... 

50 

100 

100 

200 

2 Down... 

. . 100 

250 

250 

500 

3 Down. . 

. . 150 

450 

450 

900 

4 Down... 

. . 200 

700 

700 

1400 

5 Down . . 

. . 250 

1000 

1000 

2000 

6 Down. . . 

3:x) 

1350 

1350 

2700 

7 Down... 

. . 350 

1750 

1750 

3500 


If redoubled, multiply the doubled values by 2. 


Premium for Honors m One Hand 

Four, 100 points. Five, 150 points. 

Four Aces at Notrump, 150 points 

Game 

1(X) points constitute a game. Only the number of tricks bid 
and made may be counted toward game. Tricks made over 
contract count as over tricks. 

Revoke Penalty: 2 tricks for first revoke, 1 trick for each sub¬ 
sequent revoke. No tricks made before revoke occurs can be 
claimed for penalty. No penalty for revoke to 12ih trick 
599 

















sn 

viNn 



UNIVERSAL 

LIBRARY 
















